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Creating a game involved more 
experimentation and consideration than 
any of us ever imagined. All of the 
challenges offered to us by this process 
were new to us, a veritable wall of 
unknowns. Despite the hardships, the 
experience of taking various parts like the 
concept, graphics, and system, and putting 
them all together to build something where 
there was nothing was also so very new for 
all of us. There are no words that could 
sufficiently describe the thrill and 
excitement we felt when it all finally came 
together. It is our hope that you will, 
through this book, get to share in this 
amazing experience with us. We would like 
to take this opportunity to offer our deepest 
gratitude to the people who worked 
tirelessly to help us bring this game to life 
and, of course, to the wonderful fans who 
loved and supported this game. 


ment Team 


Sincerely, 

The "Valkyria Chronicles" Developi 
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PROLOGUE 


Empire and the Federation have both been spreading 
their influence over the lands of Europa in hopes of 





The Second Europan War 


THE FLAMES OF WAR 



BATTLE OVER RAGNITE 


the people of Gallia had adamantly maintained their national policy of political neutrality. Gallia is known 
to its neighbors as a country possessing fertile lands and high quality ragnite. 



j||ic Federati 



The Empire Invades Gallia 

forces against the defenseless people of the neutral countires in their path. 

of ragnite and peaceful citizens, eventually caught the Empire's cruel 
gaze. Driven by their insatiable greed, the Empire quickly declared 
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0 0 GALLIA, TO ARMS! 

PREFACE 



A Meeting 


* 


The 

Imperial 

Attack 


With the mystery of Welkin solved, a sense of reassured peace once again 





FALLEN IMPERIAL SOLDIERS 



OUTSKIRTS OF BRUHL 


• r } $ 




A Hilltop Promise 

March 15, 1935 E.C. The Empire officially declared war on Gallia. This day 
marked both the first assault as well as the beginning of Alicia and Welkin's 7-month 



about new life in the face of something as destructive as war. 






























oi IN DEFENSE OF BRUHL 

CHAPTER 1 




[ BRUHL'S ICONIC WINDMILL 


Home 

A large windmill with two sets of sails, one smaller than the other, stands 
proudly as the town's symbol in the town square of Bruhl. Upon entering 
town, Welkin looks up at the windmill and says, "Now that I see our 
windmill, I know I'm home," a sentiment shared by every citizen of Bruhl. 
Aside from its practical uses, the windmill acts as an emotional pillar for 

Welkin and Isara bid farewell to Alicia, and return home to the 
rs 1 household servant. They were 
ill, and Isara had already begun packing 
their belongings. With Welkin's assistance, the three of them would be 
prepared to leave by nightfall. 




DESTRUCTION OF THE WINDmIlIT] 


Family 

Resemblance 


The Windmill Tower 

Alicia and Welkin's quiet moment was interrupted by the grating 
sounds of war. A large projectile had come arcing through the sky 
to hit the windmill in the center of town. As the windmill collapsed 
upon itself, many bystanders were buried under the rubble. The 
sudden destruction of their town symbol sent the citizens of Bruhl 

advantage, Imperial soldiers poured into the streets of Bruhl. Their 

For a moment, Welkin stood in silent shock as his mind attempted 
to comprehend the destruction of the iconic windmill. An emergency 
call to arms cut through the pandemonium, stirring Bruhl's armed 
forces into action. Having regained his wits, Welkin offered to join 
the fight, and rushed to the town square alongside Alicia. 
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~-E IMPERIAL TANK 


The Metal Hounds of War 

need on their side, but the people of Bruhl 
aa: ased their knowledge of the surrounding 

on: -c -ecd = small unit of foot soldiers. It was the 

rnooaq ^ocfcr in this battle. The very earth shook 
^tepewag. and the mighty treads crushed small 
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The Legacy of Our Fathers 


0 2 ESCAPE FROM BRUHL 

CHAPTER 2 
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THE GATES OF BRUHL 



SCTN 3N THE BATTLEFIELD 


With Home at Our Backs 



















0 3 VASEL URBAN WARFARE 

CHAPTER 3 
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the city while the 









Ellet, War Correspondent 

With his first military victory under his belt, and 
as the son of the old war hero General Gunther, 
Welkin was an obvious target for the media. 

GBS, Ellet could smell a good story from a mile 
away. She quicly spotted Squad 7 as they made 
their way through the city streets, and boldly 

Unfortunately for Ellet, Welkin and the others were 
taken aback by her brazen style. 




WEST BANK OF THE VASEL RIVER 


Distrust 

cold gazes set on Welkin as he 


fumbled his way through the 

spirited female soldier. Both of these 
militia fighters considered Welkin to 

his way through university. Despite 
the fact that Welkin had succeeded 
in leading Squad 7 to victory. Largo 

with an easy life. 
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I WARFARE 
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04 OPERATION CLOUDBURST 

CHAPTER 4 


Welkin's Boast 

the disruption. When asked about the issue at hand, 
Largo and Rosie asserted that they were not willing 

real combat experience. After considering Largo 
and Rosie's position, Welkin offered them a deal. 
He stated quite boldly that they would retake the 
Great Vasel Bridge within 48 hours. If he failed in 
this task, Welkin would relinquish his command 
over Squad 7. If, however, his plan succeeded, 

retaking the bridge within 48 hours quite absurd, 
Largo and Rosie accepted Welkin's wager. 
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The Crossing 


THE BRIDGE DECK RISING 


A Parting Wish 


>#J] 



































ELLET EMBEDDED 


Let the Interviews Begin! 

Ellet, a reporter for the radio station GBS, found herself lounging on the riverbank. 
he had managed to get her foot in the proverbial door with Squad 7. As she looked 

onfirmed that these people would eventually lead her to the biggest story of her life, 
he most interesting individual was indisputably Welkin, the son of a famous war 
ero. Of only slightly less interest was Welkin's younger sister Isara, and the girl from 
ieir hometown, Alicia. Ellet had also jotted down a few intriguing notes about Largo 
and Rosie, the two squad members who had been involved in the incident withjsara. 

•' ' ng curiosity guiding her hand, Ellet proceeded to her notebook 


Largo and Rosie 


Isara 


Welkin and Alicia 
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o 5 the kloden wild wood 

CHAPTER 5 
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0 6 A DESERT ENCOUNTER 

CHAPTER 6 





Into the Badlands 


an Imperial squadron that had parked themselves in the vicinity of 


ragnite, and therefore knew me 


ittiKjk. 


few choice complaints to himself. Noting Largo's displeasure, Rosie that common people could never hope to learn. 



known to be harshly 

in a war. The Gallian 



The Darcsen Calamity 



swath of devastation across the entire continent of Europa. It is said that 
the Valkyrians were the ones who put an end to the Darcsens violent 

after the Industrial Revolution, many Darcsens were put to work as industrial 



TWO GENERALS^ 


Jaeger and Gregor 


the prince's plans after he had departed 
in the company of Colonel Selvaria Bles. 
Though he had never shared his reasons 

with something called the "Valkyrian 
the prince's trip to the Barious Desert 

products of legend. Jaeger, however, 
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0 7 THE battle at barious 


The Darcsen Calamity 

Rosie and the others had remained outside the ruins to watch for any 
potential danger. As she scanned her surroundings, she once again voiced 
her opinions regarding the Darcsens. Isara makes her own opinions clear, 

Though the two refrained from continuing their argument, Largo could see 
this was not the end of the matter for either of them. 


Inside the Spiral 


A History Unfolds 

The interior of the ruins was filled with a dim light emitted by 

Darcsen Calamity was carved into the walls of the ruins in the 
language of the Valkyrians. The text detailed how the Darcsens 
had scorched the earth, and that the ancient Valkyrians had 

recently been suggested that the legend of the Valkyrians could 
in fact be true. 


























A Legend Reborn 

matter was that most of the damage had been caused by 

old legend, "Armed with lance and shield of glowing blue 
light... Deflecting all arrows..." The Valkyrians described 
in the old legend had always been nothing more than 
characters in a fairytale to the people of Gallia, yet Welkin 
and the others had just witnessed the legend come to life 
right before their very eyes. 
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The Valkyria Withdraws 


Valkyria 

In a different area of the desert, Selvaria was leading a Imperial squadron in a battle 
against other militia squads. As Selvaria unleashed her Valkyrian Power, her body, 
lance, and shield were engulfed in a bright blue glow. With their very own Valkyria 

where the Valkyrian Power had come into play. The devastating force of this mysterious 


SELVARIA DEFLECTING A TANK'S ATTACK 


Maximilian's Strategy 


































A TASTE OF HOME 

REPORT 


Tea for Two and a Half 

Alicia guided Welkin to a table where he found a veritable mountain of freshly baked 
bread. Alicia told Welkin that she baked some bread to ensure that her time away 
from the bakery had not diminished her baking skills. At Alicia's urging, Welkin took a 
bite from one of the loaves and declared that it was the best bread he had ever tasted. 
Together, Welkin and Hans enjoyed a peaceful afternoon of eating fresh bread and 

A MOUNTAIN OF BREAD 


An Unexpected Visit 
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SIGNS OF AWAKENING \ 

REPORT 


Unearthly Light 

asleep, enshrouded in a pale blue light. 


[*5^81 
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08 THE WOODLAND SNARE 

CHAPTER 8 


Surprise Attack 

On their way home from the Barious Desert, Squad 7 had 
report in, Alicia and Welkin ventured ahead to check for any 

Alicia and Welkin were suddenly engulfed in an explosion! 
The blast from the enemy grenade sent the two tumbling down 
the cliffside. Isara immediately tried to go after them, but was 
stopped by Largo who pointed out that Isara was the only one 
left who could operate the tank. When they started taking 


Memories 

As Welkin tended to Alicia's ankle, she asked him how he 

spoke of a fond memory he shared with his late father, the 
hero who had lost his beloved wife in the war. 


V t. 
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The Invitation 


Castle Randgriz 


CHANCELLOR MAURITS VON BORG ATTEMPTS TO PERSUADE GALLIA INTO AN ALLIANCE 

courting the favor of the powerful Federation. Chancellor Borg was either indifferent or unaware that his passionate appeal fell short of 
touching the hearts of the Gallian people and the soldiers who were fighting on the front lines of the war. 


Far from the Battlefield 

With the Federation^Ambassador present at the dinner, 

Federation. Intoxicated by his own theatrical presentation, 
the chancellor went so far as to describe the defeat of the 

banner of the proposed alliance. Ellet was quick to react 

Faldio left the event early, having heard enough of what he 
considered to be the chancellor's self-serving ambitions. 
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The Award Ceremony 

ceremony. Princess Cordelia held a whispered 

and that she had asked for cinnamon bread to 
be added to her royal menu. 


Fears of the Patriot 


On Will and Fate 

important that she not lose sight of her own beliefs. Struck by the 





































1 o LIBERATION OFFOUZEN 

CHAPTER 10 




The Inside Man 




30 vaLKYRM CHR0MCL68 








































VaLKYRia CHROrvICL.es I 31 





































































WHAT LIES BEYOND HATE 

REPORT 


! 

i 
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Isara's Commitment 

The next day, Squad 7 was gathered in 
the briefing room to discuss the invasion of 
the Marberry shore. Isara arrived late to the 

newest creation, a smoke bomb. Her comrades 
voiced their concerns over Isara working 
through the night, but she simply smiled and 
said she just hoped her efforts would serve to 

they headed out for the Marberry coast. 


11 THE MARBERRY SHORE 

CHAPTER 11 


Peril on the Coastline 

The militia received new orders to invade the 
Marberry coastline to aid the Gallian forces in 

paths along the coast did not allow adequate space 
for a tank, and the only route wide enough for a tank 

tanks in through this route, they would be engulfed in 
a barrage of enemy fire almost instantly. Squad 7s 
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A Dream Interrupted 

hand. Rosie had finally worked through her issues and wanted to give Isara 









[ ROSIE SINGS IN HONOR OF ISARA 



Farewells 

Squad 7, Captain Varrot, and Faldio 

forward, her Darcsen doll clutched to 
had asked for but didn't get to hear. 

the hearts of all those present. As the 
they recalled their memories of Isara, 

August 23, 1935. The members of 
the Gallian militia's Squad 7 lost a dear 
and beloved sister. 
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12 THE FIGHT FOR BRUHL 

CHAPTER 12 





A Kindred Spirit 

With Isara's passing, Squad 7 was like 
Varrot approached Welkin with the news th< 
in to retake Bruhl. She also introduced Kreis 
their new tank mechanic and operator. 


Jaeger's Reason 

Following the death of Gregor, one of the pillars of 

defeat on numerous fronts at the hands of the Gallian 
forces. Maximilian devised a plan to gather his army 
on the Naggiar Plains, where he would use Selvaria's 
Valkyrian Power to be rid of the Gallian army once and 


The Valkyrian Faith 


Exploited Once More 


Return to Bruhl 


Return to the Temple 

the hidden pathway he had previously discovered with Welkin and Alicia. The text on these walls 
appeared to be intended for Valkyrian eyes only, and revealed a disturbing truth that could very well 
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Hope Amid the Wreckage 

After the battle, Welkin found himself atop the hill outside of Bruhl. Alicia 

and the windmill was in a deplorable state. Memories of Isara brought 
tears to Alicia's eyes. Welkin suddenly spotted a small patch of flowers 
growing on the hillside. There was no doubt in their minds that these Lion's 


The Approaching Clash 




























13 THE CLASH AT NAGGIAR 

CHAPTER 13 


On the Eve of Battle 

command center of the Gallian forces. Damon was demanding that the 
Gallian forces perform a full frontal assault on the Imperial army, but Varrot 

plow through the enemy encampments. Varrot insisted that such a reckless 
plan would result in devastating losses within the Gallian ranks, but Damon 
refused to listen to her reasoning, and she was forced to back down. 


Squad 7 was 
Stirring 


As was Selvaria 


THE BATTLE AT NAGGIAR 


Selvaria, Destroyer 


| SELVARIA LEADING THE IMPERIAL ARMY 
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14 LOSS WITHIN VICTORY 


CHAPTER 14 




























Twin Valkyrur 

on the field of battle once again, but sight of 
the brilliantly glowing Valkyrian at the head 
of the Imperial army had all but extinguished 
the morale of the Gallian troops. Everyone 

decided, until a single spark of blue light 
appeared among the Gallian ranks. The 
second blue figure slowly crossing the 
battlefield with halting footsteps was none 
other than Alicia. "The world does not need 
two Valkyrians!" declared Selvaria as she 

own Valkyrian lance and shield, Alicia made 
surprisingly quick work of Selvaria, and the 
Imperial Valkyrian soon found herself on the 
ground, defeated. 


Tables Turned 

Spurred on by the defeat of the mighty 


At What Price 
Victory? 
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FLOWER OF THE BATTLEFIELD 

REPORT 


A Small World 


Unbending Spirit 

Welkin was feeling much better after his conversation wi 
young refugee girl. She had told Welkin that the Lion's Pav 

learned from Alicia during their stay at the orphanage in I 
Welkin felt as if the younger Alicia had reached through the 


A Leader Distraught 

After Alicia was shot on the plains of Naggiar, Squad 7 temporarily returned to the 
into the battle from a flanking position, but their route was set to pass directly through 


Guarding the Refugee Camp 

and foot soldiers. A few of their troops were also advancing under the cover of the tal 

Alicia were there to scout the area for them, but he is firmly cut short by Rosie. Squac 
to intercept the Imperial unit before they reached the camp, giving the 































PARTING WAYS 

REPORT 
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15 CITADEL GHIRLANDAIO 


i 


CHAPTER 15 



To Fell a Citadel 


The Cruelest Order 


Bracing for 
Battle 


Doubts 

Alicia was struggling with the truth of 
what had happened to her, the imploring 

the questions filling her heart and mind, 


Rolling out the Red Carpet 

The militia was put in charge of 
flipping the three switches along 


V3LKYR13 CHR0M1CL6S 
































*V3LKYR13 CHR0N1CL68 I 45 

























[jg^rasw-N]] 


16 THE MAIDEN'S SHIELD 

CHAPTER 16 




The Marmota 

land-based battleship known as Marmota. 
Maximilian stood on the bridge of Marmota, 

the Gallian army's main force. Maximilian's 

and that the Gallian army no longer had any 
way to hinder his progress. At Maximilian's 

at full speed. 



Cordelia's Stand 


Operation 
Maiden's Shield 

regarding Marmota. It was decided that the militia 
would lure Marmota into the minefield in the valley 
north of Kloden Forest, while the army defending 
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17 the bridge to hope 

CHAPTER 17 




Jaeger's Battle 

repairing Lupus Regnum's armor as they fought. Squad 7 was 
hard pressed by Jaeger's unit, but steadily cleared each of their 

before delivering the final blow to the main body. 
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FOR WHOM DESTINY UNFOLDS 

REPORT 
























WAR WITHOUT WEAPONS 

REPORT 






































BEHIND HER BLUE FLAME 


ADDITIONAL FRAGMENT 
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CT 

"I'll protect you. 
You mean so much 
to me... 

I'll keep you safe, no 
matter what." 


(tlctkin 6tm 




GENDER: MALE 
AGE: 22 
HEIGHT: 175CM 
WEIGHT: 71 KG 
ORIGIN: BRUHL, GALLIA 
EDUCATION: UNIVERSITY OF RANDGRIZ, 

BIOLOGY 

RANK: LIEUTENANT 
CLASS: TANK COMMANDER 
SKILLS: TACTICAL COMMAND 

HOBBIES: SKETCHING, STUDYING ANIMALS, FISHING 
DREAM: TO BECOME A TEACHER 
HABITS: STUDYING HIS ENVIRONMENT, 

SCRATCHING THE BACK OF HIS HEAD (WHEN THINKING) 

The Hero's Son who Studies Biology 


Welkin was born in the small town of Bruhl 
during the first Europan War. His father, 
Belgen Gunther, came to be known as the 
"Hero of Gallia" after the war for his many 
valiant accomplishments. 

Though he lost his mother to the chaos of 
war. Welkin led a relatively peaceful life 
with his father, their servant Martha, and 
Isara, whom Belgen had adopted as his 

Welkin enjoyed a great relationship with 
his father, and the two often went out to 
fish or sketch together. Belgen had suffered 
many losses during the war, including his 
beloved wife and the many comrades he 
had considered as brothers. The grief he 

hero's heart, but the quiet time he spent with 
his son always brought a genuine smile to 
his face. Still, the grief was too much for one 
soul to bear, and Welkin lost his father to a 
heavy illness at the tender age of 13. Welkin 


After Belgen's passing, Welkin was able 
to support himself and Isara with the help of 
Martha. Eventually, his passion for nature 
evolved into an academic interest, and he 
enrolled in a biology course at the University 


officer as well as tank commander. His 
credentials, coupled with the way he had 
handled himself in the battle at Bruhl, 
got Welkin assigned as the lieutenant 

3rd regiment. 

Welkin has a very gentle personality, 
and can even be considered naive in 
some ways. He is very open-minded and 
accepting of everyone, so he will treat 
everyone with an equal amount of respect 
regardless of social standing, fame, or 
rank. These admirable traits are a result 
of his father's influence, as well as the 
childhood days he spent growing up with 
Isara. Though he does have a very studious 
and intelligent side to him. Welkin does 
lack what most people might consider 
common sense, such as the area in the city 
that his fellow students often went to when 
looking for some fun, or even something as 
simple as how to tie a necktie. 

Also, though he is generally a peaceful 
sort. Welkin is certainly not a pacifist. 
Growing up with Isara meant that he often 
found himself in physical conflicts when 
protecting his sister from those who wished 
harm upon Darcsens. The time he spent 
studying nature also taught Welkin that all 
life must eventually come to an end, and he 
had learned to accept that at a young age. 
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"I knew I saw some shimmering trout in this river! I can't believe 
it's already that time of year when they are swimming upstream." 

Nature Enthusiast 


"I hope to be like a 
bridge, connecting the 
hearts of the members 
of Squad 7." 


Leader of Squad 7 


"I'll protect you. You mean so 
much to me... I'll keep you safe, 
no matter what." 


Young Man in Love 


vaLKYRia CHRONICLES | 59 










60 | V®.KYRH CHR0M1CL68 




















V3LKYR13 CHRONI C L E S I 61 

















*- 

3 

$ 





WELKIN MILITARY UNIFORM #V\ 


P| 

These are my early drafts for the main 
character. It's kind of hard for me to look at 
these now, as I can see how plain and uncool 
he was. As a game, "Valkyria Chronicles" is not 
your traditional fantasy game, so we couldn't 
get all crazy with the outfits. We wanted to keep 
a certain level of realism with everything in the 
game to give it that believable atmosphere. 
Trying to find that balance between "awesome" 
and "realistic" was something that we struggled 
with right up to the end. (Honjou) 

WELKIN MILITARY UNIFORM #2~] 


WELKIN MILITARY UNIFORM #TT5~| 

This was my attempt at giving Welkin 
more of a hero vibe than he had in 
my earlier drafts. I stood his collar 
up and gave him a bit more volume 
around the shoulders. You can also 
see that I was trying to incorporate 
Gallia's traditional patterns into 
his uniform, which ended up on the 
buttons and Alicia's socks. (Honjou) 
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n g-* y Jg^ TT FI J7 4k 1KT ^ e ^ r, ed man Y different ideas, based on the premises that we wanted him to look 

■K. kJ I J LrJtl AJjUjlJJL coo / since h e was the main character, but we also wanted his uniform to look like 

something that might have really existed 60 years ago. I feel like we took some 
serious detours before reaching the final design. Though, I would certainly hope 
that we'd spend a lot of time getting the main character right. I'm not even sure if I 
should admit that the time we spent on Welkin was nothing compared to the time we 
spent on Alicia, (lol) (Honjou) 
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ROUGH DESIGN 



This is an image of Welkin 
giving commands over the 
comm system while referring 
to the map attached to his 
left breast. This map pocket 
is like the symbol of the tank 
operators. Everyone on the 
team liked it a lot, so it easily 
made its way into the final 
design. (Honjou) 


The black-haired character . 


' T " 9 '°2 


character. I think he had 


characters, our options seemed 
to become fewer and fewer. We 


personality at this stage. 
(Honjou) 


designs that we had rejected for 
the main cast, editing them a bit, 
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RAITA 
ILLUSTRATION 
GALLERY 


WELKIN 
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"When I look back 
on this war, I want 
to be able to see that 
it wasn't just about 
taking life... that 
there was new life 
horn during this 
time as well." 


7U'>7* 


GENDER: FEMALE 
AGE: 19 
HEIGHT: 159CM 
WEIGHT: 4 8 KG 
ORIGIN: BRUHL, GALLIA 
EDUCATION: HIGH SCHOOL GRADUATE 
RANK: SERGEANT (UNDER WELKIN'S COMMAND) 
CLASS: SCOUT 

SKILLS: RECONNAISSANCE, MARKSMANSHIP 


HOBBIES: BAKING BREAD, SOWING FLOWER SEEDS 
DREAM: TO OPEN HER OWN BAKERY (BY PASSING 
THE LICENSE EXAM), TO HAVE A FAMILY 
HABITS: POUTS OFTEN, CHARMING SALUTE 


A Country Girl who dreams 
of beinc ‘ 1 
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Encouraging Life ' 
in the Face of Death 

In a war, it is inevitable that many 
lives will be lost. Alicia did not want to 
feel resigned to this fact, and looked 
for some way to encourage new life 
amidst all the death. She found her 
answer in the form of Lion's Paw, a 
simple white flower that she used 
to tend to in pots at the orphanage. 
Throughout her travels, Alicia 
scattered many Lion's Paw seeds to 
the wind in hopes that the resulting 
blossoms would one day provide m 
spiritual strength to the war-torn people ^ 
of Gallia. This small act, which she 
thought she was doing for others, ends 
up healing her soul the most. 


"By igniting my life flame... I will be able 
to save my home and the people of Gallia." 


Bearing the 
Burden of the 
Valkyrian Power 

Alicia is known for her cheerful 
demeanor, and has never felt embarrassed 
by the fact that she grew up in an 
orphanage. Despite this, the lack of what 
she perceived to be a "real family" did 
leave a shadow on her heart. When Alicia 
found out that she was a descendant of the 
Valkyrians, a race of people who seemed 
to specialize in taking lives, she came to 
believe that she did not deserve a family at 
all. Alicia was deeply affected by the way 
Selvaria had been forced to live her life as 
nothing more than a weapon, and when 
Selvaria sacrificed her life for the one she 
loved, Alicia realized that she was also 
willing to lay down her life for the people 


"After the battle... there s 
something I want to tell you 


Living for Love 

Even in the middle of a war. 
fighting for the Gallian militia, Alicia 
gradually came to recognize the feelings 
she carried for Welkin. Though she is quite 
frank and blunt in most respects, she shows 
a more bashful side to her personality 
when she hesitantly reveals her swimsuit to 
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DESIGN WORK 


Alicia MelcMott 


Alicia Concept Art 


As with Welkin, the finer details of Alicia's design was 
refined on the actual polygon model. These images are just the 
base design drafts that Honjou presented as a foundation for 
the model. That is why some of the details, like her bandana, 
are different from the final design. A key aspect of Alicia is that 
she has a lot of curves and angles in her design. The weapon 


GALLIAN MILITIA SCOUT UNIFORM 


ALICIA FACIAL 
EXPRESSIONS 


This version is pretty much the final design for Alicia, 
with the exception of her headgear. The red lines on her 
uniform were yellow at first, but it seemed a little too 
obvious, so we went with red instead. Afterwards, these 
colors became the national colors of Gallia. (Honjou) 


Alicia's headgear is the iconic ht 
it would help her stand out as tht 
changes depending on how pump 


iss of bakers in Gallia. I went with red because I thought 
heroine. The number of points on her headgear actually 
i feeling at the time. Yes, I know that's bad. (lol) (Honjou) 




72 I V3LKYRI3 CHR0]M1CL68 

DcBion jItcM-vc 
























V3LKYR m CHRONICLES I 73 































































I 


n 


P 

I 


7 

U 

v 

7 

* 

* 

* 

h 



ALICIA SWIMSUIT] 


Chronicles ' 


office as "Sakura Wars", 
and apparently swimsuit 
scenes are a time-honored 
tradition there. (lol) I had a 


himself. Yes, I admit I made 
her breasts a little too 
big... not to mention the 
whole notion of realism as 
far as the era totally went 
out the window. I also went 
an extra step too far with 
the image of Alicia holding 
a pint of beer. I apologize. 
(Honjou) 


Town Watch / Bakery 


I tried to imagine a small town fire brigade when 
designing this outfit. At first, I considered making it 
more militaristic, but in the end I went with something 
a little more relaxed. Since this is the outfit the player 
first sees Alicia in, I didn't want her to seem too rigid. 
Early in the game, she talks about how she feels about 
Bruhl and her desire to protect it, so I wanted her town 
watch uniform to reflect that sort of gentle, small town 
atmosphere. The uniform has the town logo on the left 
arm, and the hood is made of fire resistant material. 
(TabayashiJ 


The pendant Alicia is wearing in the ending is a 
locket that contains a group photo of Squad 7. 
She also wears her ring on the chain, as bakers 
in Gallia are not permitted to wear jewelry while 
preparing food. (Tabayashi) 
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RAITA 

ILLUSTRATION 

GALLERY 

ALICIA 


>e and unique appearance 
e the shoulders to ensure that 
yone could easily identify 
is the heroine of the game. 
We had a lot of trouble coming 
up with something good, and we 
ended up holding a sort of intra¬ 
office competition to get different 
ideas flowing. Alicia really was a 

out quite well. She's simple yet 
eye-catching, cute yet strong. If 
you want to get all picky about 
the fact that wearing a bright red 


we should probably first address 
the fact that her skirt is way 
shorter than any military uniform 
I've ever seen. (HonjouJ 
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Alicia Rejected Designs III 


| INTERIM 3D MODEL | 
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COLOR IMAgT] 

This is a character illustration of Early 
Alicia. I really like the way her waist 
area looks here, but the rest of her body 
is a little too plain. The strong, fearless 
glare she's giving her enemy here 
was carried over to the final version of 
Alicia. (Honjou) 


O 3 * 


1 ALICIA'S RIFLE 
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/ did these rough sketches to get a better idea of the character and how she would fit into the game world. I think 
this part of the brainstorming process was pretty fun. Since she was going to be the main heroine, I was careful to 
make her cute, energetic, but not too fantasy or sci-fi while I was doodling, (lol) (Honjou) 
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"I won't let you have 
your way in this house. 
Please leave." 


lsara 6unt 

CHARACTER PROFILE: GALLIA 


GENDER: FEMALE 
AGE: 16 

HEIGHT: 152.5CM 

WEIGHT: 40KG 

ORIGIN: FOUZEN, GALLIA 

EDUCATION: HIGH SCHOOL GRADUATE 

RANK: CORPORAL 

CLASS: TANK OPERATOR / MECHANIC 
SKILLS: VEHICLE OPERATION / MAINTENANCE 


HOBBIES: MECHANICS, TAKING CARE 
OF HER BROTHER 

DREAM: FLY WITH HER BROTHER IN AN AIRCRAFT 
HABITS: SLAPPING HER CHEEKS HER HANDS 
(WHEN PULLING HERSELF 


Welkin's 
Adopted Sister 
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DESIGN WORK imm6initkT 

Isara Concept Art 


We get to see a lot of Isara's adorable facial expressions 
in this collection of concept art. The image in the bottom 
right where Isara is working on a vehicle shows her with 
glasses on, a detail that was omitted from the final game. 
Honjou also comments that he had designed Isara with 
thick eyebrows, but that was another detail that did not 
make it into the game. 


* 

- 


/ had planned for a character with this hairstyle and shawl pretty early on, so I had a lot of fun working 
on Isara. The only issue I have with this character is that she was blonde when I pictured her in my 

yet reveal a stubborn and gifted engineer underneath. "I had this prepared for just such an occasion, 
Welkin." Yeah, she's a total genius. Add to that Kuwashima's voice acting, and Isara is easily my 
favorite character of "Valkyria Chronicles". Isara probably has a brother complex. Her 3D model is 
utterly adorable. Fantastic! Thank you, lidal (Honjou} 
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RAITA 

ILLUSTRATION 

GALLERY 

ISARA 

/ already had Isara built up in my mind befort 
I was given the official instructions, so I prett ; 
much just did what I wanted to do. (lolj She's st 
cutel Her 3D model looks fantastic, too. We a , 
knew she was going to die in the middle of thi 


I 

! 
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ROUGH DESIGN 


in game. Tl 


The early design ideas for 
different from the Isara we sa> 

"dependable little sister" we know had replaced 
a generally more childish, spoiled-by-her-brother 
type girl. Honjou also comments that these 
sketches were done before the character's 
personality had been established. There are 
also little sketches of accessories and other 
items surrounding the sketches of Isara on 
which can give you an idea of the 


Back when I was first 
designing Isara, I never 
would have imagined 
that she would turn out 


e did. I 


fully expecting her to 
be a more awkward 
girl who would have a 
hard time finding her 
place in the militia, and 
would constantly hide 
behind her brother. With 
a character like th 


', she v, 


>uld 


have been far too o _ 
dimensional. I much prefer 
the gifted yet slightly 
stubborn girl that Isara 
became. Also, I want to 
take this opportunity to 
emphasize once again 
that Isara was designed 
with thick eyebro 

this! (Honjou) 


This is a very early sketch of Isara. The Isara I had in my mind had short 
blond hair. The fact that her hair hides her eyes and her freckles were 

can't tell how old she's supposed to be in this sketch... (Honjou) 




Rough drafts for the official illustration. I'm a little embarrassed that they 
had these saved. Isara looks so hardcore, walking with her hips jutted 
out like that. I get the feeling she's walking towards me to hit me with 
that wrench in her hand. (Honjou) 
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GALLIAN UNIFORM HAT 


We did have an alternative design 

hair and her forehead completely 
exposed. Unlike Alicia, we settled on 
Isara's design pretty quickly, so you 
probably won't find too many different 
design drafts. The image above with 
Isara wearing the Gallian hat is one 
of my personal favorites. (Honjou) 


ISARA VERSIOnT] 
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Stark] 


"How did a Darcsen 
weasel their way into 
this squad? I'm not 
going to fight 
alongside a dirty, 
stinkin' Darcsen!" 


ROBIC £81*191 


GENDER: FEMALE 

HEIGHT: 168CM 
WEIGHT: 55KG 
ORIGIN: A VILLAGE NEAR 

GHIRLANDAIO, GALLIA 
EDUCATION: MIDDLE SCHOOL GRADUATE 
RANK: CORPORAL 
CLASS: SHOCKTROOPER 
SKILLS: MARKSMANSHIP 
HOBBIES: MUSIC (COMPOSING, SINGING), 
EATING A LOT 

DREAM: TO BECOME A SINGER 

HABITS: WHISTLING, SNAPPING HER FINGERS 


□ -$>- 
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Bearing a Grudge 
against Darcsens 

Rosie's hatred toward all Darcsens was 
rooted in the fact that she had lost both of 
her parents in a raid by Imperial troops 
looking for Darcsens. As she interacted 
with Isara, Rosie's deep-seated hatred 
started to fade. Losing Isara in the war 
also inspired Rosie to resume her efforts to 
become a professional singer. 


"I... never got the chance to give you my gift. 
I want to sing this song for you..." 


The Alpha Female of Squad 7 

Rosie has always been a stubborn 
tomboy who tends to find herself at the 
center of attention for one reason or 
another. She is very honest about her 
faeilngs, and is willing to let you know 
exactly what she thinks, even if you are 
a ranking officer. Rosie's bluntly honest 
approach to life has gotten her into trouble 
more often than not. Rosie's courage more 
ton makes up for her more abrasive 
willing to be 


"I don't care who's son you are... 

You're just a spoiled university graduate." 


s 

1 

□ 



We had to confirm the set of her lips with the models. Her default 
expression is a rather ambiguous one, with her lips slightly open. 


DESIGN WORK 


Rosie Concept Art 


Be Gallian uniform that Rosie wears so well is something 
d members of the development team like to call a "believable 
e_’ They wanted to see how far they could go with details 
te costumes in "Valkyria Chronicles" without ruining the 
fcosphere of the game. This meant making the uniforms as 
foresting as they could while still having the players accept 
as a military uniform. As a result of the brainstorming, Rosie 
-ced up with many unique features like her earrings, choker, 

-. —I-1 Sellybutton. This process of stretching the 

a guideline for the designs of the other 


remember having a lot 
f fun with this character, 
isn't the kind of 
ality that I usually 
vork with. She is quite 
lender and her breasts 
aren't very large, but she 
still has that sexy aura about 
her. If I had to pick out her 
most sexy feature, it would 
be her lips. fHon/'ouJ 


“I A comparison shot of two polygon models. There are some variances 
between the two models, such as the shape of the eyes and chin. The model 
J on the left was used in the game. 
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RAITA 

ILLUSTRATION 

GALLERY 

ROSIE 

Her extremely distinctive personality 
made Rosie's design quite easy, 

design rather quickly. I wi 
bit worried that we may have 
strayed too far from the militaristic 
flavor with her awesome hairstyle 
and exposed bellybutton, but 
she became a strong foundation 
upon which we based the general 
atmosphere of the game world. 
When you look at all the characters, 
you can easily tell that Alicia 
Rosie have rather unique uniforms 
compared to the sub-characters. 
Rosie's 3D model is one of 
favorites. Her lips are so se; 
Thanks, Nakagawal! (Honjou) 













Largo 

CHARACTER PROFILE: GALLIA 


GENDER: MALE 
AGE: 36 
HEIGHT: 185CM 
WEIGHT: 94KG 

ORIGIN: A CITY IN NORTHERN GALLIA 
EDUCATION: HIGH SCHOOL GRADUATE 
RANK: SERGEANT 
CLASS: ANTI-TANK LANCER 
SKILLS: USING THE ANTI-TANK LANCE, 

MELEE COMBAT 

HOBBIES: VEGETABLES (EATING, FARMING), 

HEAVY SMOKER 
DREAM: TO OWN A FARM 
HABITS: RUBBING HIS NOSE WITH HIS FIST 

A Veteran of the First 
Europan War 

Largo is a veteran soldier who has been on the frontlines since 
the first Europan War. He fought alongside Varrot in EWI, and 
the man who became her fiance, Frederic, was Largo's childhood 
friend. Largo can be quite passionate and bull-headed at times, 
but Frederic always^did^a good pb^of keeping his friend's 

were still in high school and they quickly enrolled in the military 

military academy, the three were assigned to the same squad. 
Early on, Varrot and Largo were constantly at each other's throat 
due to minor disuptes stemming from their different outlook on 
just about everything. As they faced death side by side, however, 
Largo gradually came to feel a romantic interest in Varrot. Largo 
never told Varrot how he felt, which was due to the fact that he 
soon realized that Frederic felt the same way about her. Tucking 
his feelings away deep inside, Largo did what he could to support 
Frederic's attempts to court Varrot. As a result, the two young 
soldiers were soon engaged to be married. The young couples 
hopes for marital bliss were shattered when Frederic was captured 
by enemy forces and met a tragic demise. Largo blamed himself 
for the death of his friend and immediately requested to be trained 
as an Anti-Tank Lancer. It was his hope that the additional rigorous 
training would help him forget his grief. When Varrot remained 
with the army after the war, Largo stayed right beside her to watch 

With so many battles under his belt, Largo came to believe that 

order to stay on the frontlines with his comrades. 

be resentful of Welkin, who was immediately promoted to officer 
status based solely on his educational background. Welkin 
eventually proves himself to be a trustworthy and dependable 
leader, at which point Largo apologized for his past behavior and 
offerd his unwavering support. 

Largo felt that he would be betraying Frederic if he ever 
to simply stay by her side as a friend. He had always supported 
mistake to get revenge for Frederic's murder, Largo raised his 

release Varrot from the powerful hold of vengeance. After the war, 
with considerable prodding from his comrades, Largo presented 

and a gold ring, finally making the wedding proposal that had 
been 20 years in the making. 


"Well, whatever. 

I'll just have to teach him that 
experience speaks the 
loudest on the battlefield." 
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"The thing is, Boss... We refuse to fight alongside a Darcsen." 


Watchful over 
the Squad 

Largo can be pretty rough around the 
edges, but he is also honorable and will 
not hesitate to admit when he is wrong. If 
he finds someone to be trustworthy, Largo 


Tm glad your brother 
made it back safely, Isara." 


Passionate about 
Vegetables 

Largo grew up on a vegetable farm 
where he helped with the harvesting and 
shipping of produce. For this reason, 

.argo is very passionate about vegetables. 

statement that he would one day cover 
cJ of Gallia in vegetables fields was not 
i* a joke intended to cheer Varrot up. 
rfe passion for vegetables goes so far that 
be once created a small vegetable field 
wtfwi the confines of the militia base and 
asnbuted his fresh vegetables among his 

a# his fellow soldiers appreciated Largo's 
produce, but he did get into considerable 
fcouble for unauthorized use of militia 
aroperty from the higher ranking officers. 

"Vegetables are the greatest food in the world! 
The more you eat, the more healthy you are!" 



DESIGN WORK 

Largo Potter 

Largo Concept Art 
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Zafca 


GENDER: MALE 
AGE: 33 
HEIGHT: 1 87CM 
WEIGHT: 71 KG 
ORIGIN: FOUZEN, GALLIA 
EDUCATION: FOUZEN MACHINERY 
RANK: SERGEANT 
CLASS: TANK COMMANDER 
SKILLS: TACTICAL COMMAND 

HOBBIES: MAKING LAMPS 
DREAM: TO REOPEN HIS GRANDFATHER'S 
WORKSHOP AS A LAMP MAKER 
HABITS: KEEPS ONE EYE CLOSED 


"I'm your Darcsen agent. 
Name's Zaka. 

Nice to meet you." 


Leader of the Darcsens in Fouzen 


Born in the industrial city of Fouzen, 
Zaka grew up in a life of poverty, 
working in the factory as soon as he 
was able. Darcsens are known for their 
dexterity and skill, but Zaka proved to be 


simply developed a habit of keeping 
one eye closed by spending long hours 
taking precise measurements in the 


to join the Gallian militia, partly due to 
Welkin's likable personality and partly 
because Zaka felt he could do more to 
defend Gallia as a member of the militia. 
He was assigned to Squad 7 as a tank 
operator for Shamrock. Zaka and ' 
worked together to modify Shamr< 
main gun, making it adaptable to f 
battle situations. This modification 
was only possible because Zaka was 
highly skilled as a tank operator and an 
engineer. 

As a Darcsen, Zaka had experienced 
racrory. his share of unjust persecution. Unlike 

Zaka is another veteran who survived most Darcsens, however, Zaka ne 
the first Europan War. EWI marked appeared depressed by his 

and Zaka was assigned to one of the him easy to like, and 

new heavily armored vehicle units, for children in the labor 

soldiers with a knack for maintaining flock to Zaka's side, 
the new tanks were considered to be 
quite valuable. Zaka proved his worth 
with the tanks, and was soon earned 
enough trust to be assigned as a tank 
commander. It is said that Zaka learned 

Fouzen was occupied by Gregor and 
his unit soon after the second Europan 
War started, and all of the Darcsens variations. The "Enigma Box" quickly 

imprisoned within the labor camps. The 
Darcsens were separated into groups, 
and each group was 
monitored within their 
camp. Zaka was the 
leader of his group, 
and he often used his 

Imperial demands 
while lessening the 
burden on his fellow 
Darcsens as much as 
he could at the same 
time. In preparation 
for the Gallian militia's 
liberation of Fouzen, 

Zaka devised a plan 

the squad sent in 
by Varrot. His battle 
experience served 
him well, and Fouzen 
was soon freed from 
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A Hope for the 
Future 




"This world is full of people from different 
backgrounds. Like songs, no two humans aj 
exactly alike, and they all have something 
unique to offer... at least, that's what I think." 


"Hatred... Vengeance... These things s; 
to keep doing what we can, and take lif 


We just have 
it a time." 


A Powerful 
Philosophy 


DESIGN WORK 

Zaka 

Zaka Concept Art 
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EARLY DESIGN^] 


SCARF IDEA 


I had a bit of trouble settling on 
a final look for Zaka. I didn't 
want him to be the traditional 
kind of handsome, but I still 
wanted him to look cool. I 
wanted guys to look up to him 
and admire him. Zaka's the kind 
of man who would look great 
in a pair of Rayban sunglasses. 
(Honjou) 


This Zaka design is very close to the final version. The early 
sketches show him with both eyes open, but the latter half of 
sketches show him with his trademark one eye closed look. 


FACE DESIGN ROUGH 


This guy is pretty set in his 
ways, and was difficult to 
handle in some ways. That's 
the first impression I had of 


CLOTHING 
DESIGN IDEAS 


from the final 
(Honjou) 


Considering his lifestyle in the labor camp, I didn't think we'd be able to give 
Zaka any flashy clothes to make him stand out, so I wanted him to at least 
wear his traditional Darcsen shawl in a unique way. I tried a few different 
approaches, like a stole and muffler style. In the end, I thought having the cloth 


1 
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ZAKA SCARF IDEAS 

In an attempt to give him a 
unique feature that wasn't on 
his main body, we decided 
to try putting something on 
his head. I was a bit worried 
that we'd be emphasizing the 
Darcsen thing a little too much, 
so I tried different variations 
and combinations. I think the 
final design suited him the best, 
and really helps to convey his 
character. (Tabayashi) 
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Gleanor Varro 


ll//7-/V-Pyh 


"I expect nothing 
but the best from you. 
That is all." 


GENDER: FEMALE 
AGE: 35 
HEIGHT: 172CM 
WEIGHT: 58KG 

ORIGIN: REMOTE REGION OF GALLIA 
EDUCATION: MILITARY ACADEMY GRADUATE, 

TACTICAL DEVELOPMENT DEPARTMENT, 

SNIPING COURSE 
RANK: CAPTAIN 

SKILLS: TACTICAL COMMAND, SNIPING 

HOBBIES: PIANO (LISTEN, PLAY), COLLECTING HAIR ACCESSORIES, ANIMALS 
DREAM: AVENGE FREDERIC'S MURDER, USED TO WANT 
TO BE A PIANO TEACHER 

HABITS: TAPS A RHYTHM WITH HER FINGERS (AN OLD HABIT FROM 

PLAYING THE PIANO), TOUCHING THE FRAME OF HER GLASSES 

Commander of a Militia Company 


Born in southern Gallia, Varrot started 
learning how to play the piano when she 
was five years old, under the guidance of 
her father who was a professional pianist. 
Her childhood dream was to become a 
famous pianist like her father. When she was 
13 years old, she performed a piano recital, 
and many critics believed she had a very 
bright future ahead of her. These dreams 
were dashed by the first Europan War, 
which saw her hometown destroyed. Varrot 
was conscripted into the Gallian militia and 
enrolled in the military academy to train as 
a sniper. This is where she met Largo and his 
friend Frederic. 

Even on the battlefield, the three new 
friends were inseparable. Varrot and Largo 
earned each other's respect early on by 
suppressing five enemy tanks between the 
two of them. Varrot and Frederic, on the 
other hand, were drawn together by their 
mutual love for animals. Frederic hoped to 
become a vet one day, and Varrot would 
often entertain him with tales of her cat. It 
was quite natural for Varrot to gradually 
become attracted to Frederic's calm and 
intelligent personality, and the two were 
soon engaged to be married. 

Tragically, Frederic was captured by 
the Imperial army and died after a long 
session of torture at the cruel hands of Geld. 
Swearing to get revenge on the Imperial 
army some day, Varrot stayed on with the 
Gallian military even after EWI was over. 


, >, and Varrot was respected by 
all of them. Her emotionlessly logical 
facade was something she kept in place 

times when Varrot dropped her guard 
few bitter sentiments. She 


very few people know the whole story. 

One day, Varrot finally got her chance 
at revenge, but her old friend Largo 
was there to stop her before she took it 
too far. He helped her to let go of her 
anger, and she was finally freed from 
the vengeance that had weighed her on 
shoulders for so long. Afterwards, Varrot 
started to change, slowly but surely, into 
her real self instead of the persona she 
had been hiding behind. She continued 
to do a brilliant job of leading her 
company through to the end of the war. 

Though it is not common knowledge, 
Varrot's personal quarters are filled with 
books. These books vary in range from 
political economics to children's books, 
and Varrot often visits the book district 

customer. This hobby led her to start her 
own publishing company after the war. 
Varrot also married Largo after the war, 
and it is said that she could often be 
seen happily helping Largo out in the 
vegetable fields of his farm, with 
a straw hat on her head. 


112 I V3LKYR12 CHRON1CL68 












"It seems Lieutenant Gunther’s plan worked like a charm. 
Well done on your first mission." 


A Strict yet Kind 
Captain 


A Woman Torn 
Apart by the War 

After losing her fiance, Varrot had spent every 
waking moment seeking revenge. When she finally 
captured the man responsible for Frederic's death, 
Varrot was willing to throw away her career and her 
life to satiate her desire for vegeance. Fortunately 
for Varrot, Largo was there to stop her before she 
could carry out her plans. It was this incident that 
finally made Varrot realize that hatred would not 
solve anything, and that Largo had been looking 
out for her best interests all these years. 


"So what!? I've waited a long time 
to kill this man... This is the only 
meaning my life has now." 


"Do you plan on sending our troops out 
there to die, General?" 
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DESIGN WORK 


Varrot Concept Art 


UNIFORM HAT ROUGH DRAFlH 


to see her full body. The closest they get is 
a view from her waist and above in one of 

and the sword-shaped rank badge is also 
Largo both received this badge of honor. 


I VARROT UNIFORM 


Varrot is one of the characters whose design 
went quite smoothly, even from the concept 
discussion stage. When the basic idea is 

it, the character is fun to draw. On the other 
number of rejections, I start second-guessing 

slows my process and makes it take forever 
to reach the editing stage. Getting the "right" 

of sixth sense, and it isn't something that you 
can readily explain with logic. Someone 
once told me that the "wrong" design is 

upon first glance, regardless of the person's 

I have what it takes... I'm sorry, I know I'm 
being depressing. I'll do my best. (Honjou) 
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ILLUSTRATION 
GALLERY 
Varrot 


i great governess. (Honjou) 
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"It wasn't so long ago 
that we were just 
'schoolmates'... 
and now we're going 
to be 'comrades'." 


HOBBIES: WOMEN, FASHION, HISTORY 
DREAM: THE PROSPERITY OF GALLIA 
HABITS: CONSTANTLY TRIES TO 
CHAT UP WOMEN 


Tatdio Lan 


7 TJUtW*’ 

f>'V7-b 


GENDER: MALE AGE: 23 
HEIGHT: 1 80CM 
WEIGHT: 76KG 
ORIGIN: RANDGRIZ, GALLIA 
EDUCATION: UNIVERSITY OF RANDGRIZ, 
NATIONAL ARCHAEOLOGY 
RANK: LIEUTENANT 
CLASS: TANK COMMANDER 
SKILLS: TACTICAL COMMAND, PLANNING 
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Fascination 

Fddio Q an%ar'ly l sto n r't e in 9 °he 
subject of history, and folklore 
in particular. During the war, 
Faldio was extremely excited to 
find himself in one of the ancient 
ruins in the Barious Desert, said 
to have been constructed by the 
legendary Valkyrians. Alicia 
unwittingly opened a path into 
the deeper section of the ruins, 
and the secrets Faldio discovered 
therein changed his life forever. 


"Recent discoveries in national 
archaeology have raised many questions 
regarding our perception of the 
Valkyrian legend... namely that the 
Valkyrians may have actually existed." 


Concern 


"It was for the sake of our 
country... For Gallia." 


"That's our cue to exit stage left. 
So long, Welkin... Alicia..." 


Redemption 
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ROUGH DESIGN 





is trying to make the silhouette of 
le to figure out a good balance c 
did up quite a few different version 
nder" hairstyle, and o completely 
ays imagined him to be more tradi i 


i the plot where the matu 
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"I am destined to preserve 
the lands of Gallia, and the 
Valkyrian bloodline... 
nothing more." 


GENDER: FEMALE 
AGE: 16 
HEIGHT: 147CM 
WEIGHT: 39KG 

ORIGIN: RANDGRIZ CASTLE, GALLIA 
ACADEMIC/MILITARY 

EDUCATION: PRIVATE TUTOR 
RANK: LEGAL HEIR OF THE 

PRINCIPALITY OF GALLIA 


IES: COOKIES 
M: TO BECOME QUEEN 
OF GALLIA 
'S: TILTS HEAD DOWN 
(LOOKS AT PEOPLE AT AN 
UPWARD ANGLE], 

AVERTS EYES 
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DESIGN WORK 

Cordelia gi Randgriz 

Cordelia Concept Art 
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ARMOR VARIATION 


1 EARLY IDEA FOR BATTLE GARB~ 

This was one of the stepping stones on 
our way towards the final version you 
see below. It just looked way too bland 
to be a princess's battle uniform at 
this stage, so we decided that there's 
no reason to try and stick to a Gallian 
military uniform look-alike. (Honjou) 


This is the final design for Princess 
Cordelia, dressed up for some 
hardcore battle... but it got cut from 
the game. We removed her headdress 
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j CHARACTER PROFILE: THE EMPIRE 


"The wildfire must be 
extinguished while the 
flame is still small." 


The Black Sheep of the Royal Family 


HOBBIES: COLLECTING KNIVES 
AND SWORDS 

DREAM: TO BECOME EMPEROR 
HABITS: THROWING THINGS 
(KNIVES, CUPS) 
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Artificial Valkyrian 

Initially, Maximilian's plan to conquer 
Gallia and acquire the Valkyrian Holy 
Lance seemed to be progressing exactly 
as he had planned. With Squad 7's 
interference and Alicia discovering her 

plan quickly began crumbling around 
him. In a final attempt to regain some 
semblance of control, Maximilian 
transformed himself into an artificial 
Valkyrian. This form offered Maximilian 

but on October 10th 1935, Faldio made 
the choice to sacrifice himself in order to 
end Maximilian's ambitions for good. 


"Come, if you dare! 
My glorious part in 
history begins now!' 


"Welkin...? Are you by chance the one who was responsible for 
the defeat of Jaeger's unit and my forces at Vasel?" 


Absolute 

Objectivity 

Maximilian never allowed himself to 

nor did he speak more than necessary. 
Despite his somewhat aloof personality, 
Maximilian was blessed with the natural 
charisma and beautiful appearance often 
expected of royal blood. These attributes, 
coupled with his policy of offering equal 
opportunity to anyone of any social 
class, soon had many skilled followers 
flocking to his banner. Maximilian had 
also been trained in the art of battle ever 
since he was a child, and it is said that 
his combat abilities were superior even to 
those of his Triumviri. Though his followers 

Maximilian's decisions were guided only 
by his final objective. Never waivering 
in his convictions, Maximilian often gave 
unreasonable orders only to discard all 
those who failed him. When it came to 
Selvaria, Maximilian did not treat her like 
a simple pawn, but rather was quite careful 
in the way he treated her. This was not 


You shall use the Final Flame" 
of the Valkyria to destroy the 
Gallian forces." 


Ulterior Motives 

Empire, Maximilian knew that he would 
have to possess an insurmountable amount 

famous legends of the ancient Valkyrian 
people and their "Valkyrian Power." 
Maximilian began his search by tracing 
ning descendants of the ancient 
entually discovered the 
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DESIGN WORK 


Maximilian 

Maximilian Concept Art 


the spotlight, but, 


ke WWII 
i the Third I 
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ILLUSTRATION 


GALLERY 


Maximilian 
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"With pleasure. 
I live only to 
serve your 
majesty." 


Blcs 


Sel^ana 

CHARACTER PROFILE: THE EMPIRE 
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"I wish to serve your aspirations!' 


"Ever since 
your majesty 
rescued me, 

I have... come 
to care deeply 
for your 
majesty." 


"This time... as a human being! I need to 
understand the reason for my existence!' 


To find Meaning 
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"Charge! Destroy the 
Gallian forces!" 


Maximilian's 

Valkyria 


Here and now! This is the 
power of the Valkyria!" 












DESIGN WORK 

Sel'varia Btes 

Selvaria Concept Art 


Selvaria is very quiet and rather shows any emotion, but the strength of 
er spirit can clearly be seen in her powerful gaze. She was feared by her 
oops as a witch due to her Valkyrian Power, but her attractive proportions, 
er undying love for Maximilian, and the fit of genuine honesty she revealed 

tated that she enjoyed cooking because it allowed her to empty her mind of 
ill the chaos of war, but we also come to find out that she cooks in the hope 
armth of her mother's cooking, which is still prominent 
ies. The fragments involving Selvaria did a lot to reveal her 
nd the facade of indifference she always wore as a mask. 


The female enemy officer that looks sexy in her military uniform is such a classic 
archetype. I had a lot of fun designing Selvaria. The images below are for the details of 
her equipment, which is probably the part that gave me the most trouble. Still, I enjoyed 
myself. Her folded sleeves and the pale wrist that peeks out from behind the glove that is 
almost falling off are just a couple of her key features, (lol) (Honjou) 
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VALKYRIA MODE + ROUGH DESIGN 


In "Valkyria Chronicles", the player consistently battles their way through early on, but then Selvaria shows up and gives 
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ROUGH DESIGN 


SWIMSUIT DESIGN FOR FIGURES 


Early on, we had plans for a scene in the game where 
Selvaria would be wearing her swimsuit, but the idea 
didn't make it into the final game. A pity, as Selvaria 

such a scene. Afterwards, I did get the chance to draw 
Selvaria in her swimsuit for the figures, and I can't tell 
you how happy that made me. The design of her swimsuit 
heavily incorporates the look of her military uniform, so I 
think it suits her character quite well. (Honjou) 


| underwear"] 


This image is also something I did up after the game was released, while I was working on the design 
for the figure. I was so busy with actual work when I was working on the game that I never had time t 
do fun little sketches like this of Selvaria. (Honjou) 
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Bcrthotd 6rcg 

CHARACTER PROFILE: THE EMPIRE 


"Is the Defense Force comprised entirely 
of cowards? You have tainted the glory of 
the Emperor, you useless maggots!" 


HOBBIES: READING SCRIPTS FOR PLAYS, RIDING HORSES 
DREAM: UNITING THE ENTIRE CONTINENT OF EUROPA UNDER 
THE EMPIRE'S BANNER (WORSHIPS THE EMPEROR) 
HABITS: PLACES HIS HAND AGAINS THIS CHIN, FIXES HIS HAIR 

A Skilled Tactician Prized by the Empire 


WEIGHT: 75KG 

ORIGIN: CAPITAL CITY, EAST PRUSSIAN EMPIRE 
EDUCATION: MILITARY ACADEMY, MILITARY HISTORY 
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A Ruthless Commander who Believes 
in the Supremacy of the Empire 

Gregor wholeheartedly believes in the supremacy of the 
Empire, and not once did he show any signs of independent 
thinking. For Gregor, the Emperor will was the same as his own. 

According to Gregor, any country that did not bend to the will 
of the Empire did not deserve to exist. This overwhelming belief 
allowed Gregor to carry out some of the cruelest acts upon 
foreigners without so much as blinking an eye. He possessed an 
exceptionally strong prejudice against Darcsens, which showed 
in the way he treated the Darcsens while stationed in Fouzen. 

Foreigners were not the only ones Gregor thought very little of, 
however, and he often knowingly sacrificed his own troops if it 
meant advancing the Empire's ambitions. His extreme methods 
earned Gregor more than a little animosity from his own troops, 
but this did not appear to trouble him in the least. 

Gregor's hobbies including riding his horse, and he often went 
out for long rides before he sustained his leg injury. It is said that 
the best horse in the Empire is kept in the stables at Gregor's 
personal estate. 


DESIGN WORK Bertbold 6regor 


Gregor Concept Art 


From his obssessively combed hair to his tight collar, Gregor's 
appearance readily gives away his neurotic personality. I based his 
design off of a stereotypical Nazi officer, so I don't remember having 
any trouble figuring him out. If he had lived in more peaceful times, 
I think he would have been a mathematician. I personally like his 
reading glasses. (Honjou) 




ROUGH DESIGN 


GREGOR ROUGH DRAFTS 


These are some sketches 
of Gregor's face. His 
snakelike gaze and 
tiny teeth are so lovely. 
(Honjou) 
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"If it is for the 
sake of my 
homeland, I 
would happily 
play the role of 
Maxi mil ian's 
lap dog." 


Radi 

laegcr 

CHARACTER PROFILE: THE EMPIRE 

77-f •4X.—H— 
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JAEGER ROUGH DRAFT 


The hero of a fallen kingdom, 
Jaeger agreed to work for 
Maximilian based on the offer 
that the Empire would relinquish 
control of Fhirald if Maximilian's 
quest was concluded successfully. 
My main focus with Jaeger was 
to make him super cool, and to 
take advantage of the fact that 
he belongs to a different culture 
than the rest of the Empire when 
designing his uniform. (Honjou) 


6torgios 

6cld 


CHARACTER PROFILE: 
THE. EMPIRE 


Geld 


GENDER: MALE 
AGE: 43 
RANK: CAPTAIN 


This poor guy really just showed up to get smacked 
down. I almost feel sorry for him. Bui I have to say I 
quite enjoyed drawing a distinctly reptilian character. 

but he certainly left a strong impression. (Honjou) 


Taking Pleasure 
in the Suffering 
of Others 


Geld rose through the 
ranks of the Imperial army 
to the position of captain 
by using the most sadistsic 
and despicable methods 

He always felt an intense 
pleasure at the sight of a 
suffering human being, and 
this pleasure only grew more 
powerful after he joined 

for unnecessarily torturing 
and abusing prisoners, 
and when this information 
reached Maximilian's ears. 


V3LKYR13 CHR0M1CL68 I 153 


H A-AHlvJI ‘C 
















iCZHERNY: -tMhVK'VK H 


n 


Jl 



Krcts 

Cz'bcrny 

CHARACTER PROFILE: GALLIA 


GENDER: MALE AGE: 20 
HEIGHT: 169CM WEIGHT: 58KG 
ORIGIN: A TOWN IN EASTER GALLIA 
EDUCATION: MIDDLE SCHOOL GRADUATE 
RANK: PRIVATE FIRST CLASS 
CLASS: TANK OPERATOR / MECHANIC 
SKILLS: TANK OPERATION / MAINTENANCE 

HOBBIES: ENJOYING SWEETS (COCOA, CHOCOLATES), 
COLLECTING RAGNITE BATTERIES 
DREAM: TO DESIGN A NEW TANK 


"I hope to be an 
engineer like 
Isara some day." 




Isara's Protege 

Born in eastern Gallia, Kreis always had a knack for working with 

that his parents ran a small factory in town. Naturally, Kreis started 
helping out at his parent's factory when he was old enough. 

When Kreis was nine years old, a small skirmish at the eastern 
border of Gallia spilled over into his town, and many innocent lives 
were lost as a result of the Imperial raid. The heavily armored unit 
that came to the town's aid was led by none other than the hero of 
EWI, General Belgen Gunther. After the battle, Kreis learned that the 
tank operated by Belgen was called "Edelweiss," and Kreis could 
not help but feel a certain gratitude towards the vehicle that had 

foTde"ignin^EdelweisI heimer ' WH ° ^ ^ ^ °" e reSp ° nS ' ble 

Kreis was so deeply influenced by Theimer that he soon 
developed an interest in mechanics. He chose to study engineering 
in middle school, and also spent time outside of school studying 
Theimer's blueprints to learn about vehicle design. After graduating 
from middle school, Kreis went back to help his parents at the 
factory, but was eventually drafted into the Gallian militia like 
everyone else when EWII began. Even after joining the military, 
Kreis continued to study engineering, and it was here that he met 
Leon, who would eventually become his best friend. Kreis had to 
move to the capital city of Randgriz after joining the militia, but there 

intense case of homesickness. 

As a mechanic serving the Gallian military, Kreis was stationed at 
the military base where he would support the troops on the frontlines 

at the military base that Kreis met Isara, the daughter of Theimer. 
Realizing that Isara was far more knowledgeable and talented than 
himself, despite her young age, Kreis somewhat forcibly became 
Isara's first apprentice. Kreis did not often get attached to other 
people, but he was powerfully drawn to Isara for her natural talent 
and the fact that she was the daughter of his hero, Theimer. Isara 
was pleased to see that Kreis was genuinely trying to learn from her, 
regardless of her Darcsen background and her age, so she always 
did her best to teach him whatever he wanted to know. Isara could 
tell that Kreis was more talented than he gave himself credit for, and 
in truth he did receive his mechanics license before she did. 

Kreis is a gentle young man, and his warm smile suits his 
personality well. The purity of his gaze seems to see beyond what 
is on the surface, and he is capable of putting people at ease, often 
causing them to tell him things that they wouldn't usually speak 
of to those other than intimately close friends. Not cunning or 

through hard work and pure effort rather than depending on others 
enthusiasm is the fact that he often loses track of the world around 

the average person, always taking three heaping spoonfuls of sugar 
in a single mug of warm milk, and he once worked for three days 
and three nights straight on nothing but cocoa and chocolates. 
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"So this is 
a fabled 
"airplane"? 

That's 

awesome! 

I can't wait to 
take it for a 
spin!" 


Leon 

Schmidt 




GENDER: MALE AGE: 20 
HEIGHT: 173CM WEIGHT: 66KG 
ORIGIN: RANDGRIZ, GALLIA 
EDUCATION: FOUZEN VOCATIONAL HIGH 
SCHOOL / COLLEGE, DROPPED 
OUT OF MECHANICAL 
ENGINEERING COURSE 
RANK: PRIVATE FIRST CLASS 
CLASS: MECHANIC SKILLS: MAINTENANCE 
HOBBIES: CHANGES EVERY SO OFTEN 
(CURRENTLY, MECHANICS) 

DREAM: CHANGES EVERY SO OFTEN 
HABITS: STICKS TONGUE OUT (USUALLY 
WHEN HE MAKES A MISTAKE) 

The Mood Setter with a 
sense of Justice 


h 
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"I know Isara reci 
Edelweiss from her 
and I want to do wh; 
to protect it.' 


"Even after 
Isara's death, 
Kreis and 
I... and the 
others from 
the squad... 
continued 
working 
on it! 

We wanted to 
make Isara's 
dream come 
true one 
day." 


Isara's Legacy 


DESIGN WORK Kreis Czherny 

Kreis Concept Art 
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"OINK! OINK!" 


Mascot of Squad 7 

ns are a type of pig that populate 


Dn knowledge that 
t clear whether the 
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DESIGN WORK 

Hans Concept Art a 


HANS COAT COLOR VARIATIONS 


A 

> 



/ can't even begin to tell 
you how many different 
ideas Honjou and I came up 
with. Personally, I liked the 
adorable pig that was being 
used as a pack animal, 
with all kinds of supplies 
piled onto its back. It must 
be some kind of irony for 
a pig to have wings in a 
world where humans are 
just discovering flight. 
(Tabayashi) 
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Betgen Gunther 

CHARACTER PROFILE: GALLIA CONCEPT ART 


ACADEMY/WORKED ON MILITARY 
ARSENAL BEFORE BEING 


DREAM: TO SPEND HAPPY DAYS WITH HIS FAMILY 

HABITS: SCRATCHES THE BACK OF HIS HEAD (USUALLY WHEN HE IS TROUBLED] 


AGE: 39 (AGE AT DEATH) 
HEIGHT: 1 84CM WEIGHT: 85KG 
ORIGIN: BRUHL, GALLIA * 

EDUCATION / MILITARY RECORD: 

GRADUATED FROM MILITARY 


The Hero of Gallia, Taken by Disease 


for the animals on the ranch, 
animal being the sheep. During his time at 
the military academy, Belgen was at the top 
of his class for vehicle operation training and 
tactics. His seemingly natural knack for tactics 
was a result of his childhood hobby of chess. 
One day, Belgen met a woman through i 


lives, including that of Belgen's beloved wife. 
Belgen was not even granted time to grieve, 
as he had to leave his son with the Martha 
Lipponen and immediately depart to do his 
part in the war as a military officer. Belgen 
used the skills he learned in the military 
academy well, and was able to secure many 
victories for the Gallian forces. He was one of 
the first men in Gallia to fully understand the 
concept of the "tank," a war vehicle that had 

the Empire and other countries. He used this 
knowledge and his courage when facing 
the enemy, and from the resulting battles, 
none could have guessed that Gallia was 
severely outmatched by the military forces of 
the enemy nations. For being a key figure in 
defending Gallia's independence, Belgen 
was awarded with the title "Hero of Gallia." 
Though he had succeeded in saving the 
lives of countless Gallian citizens, Belgen's 
heart and mind were deeply troubled by the 


3 n he cared for the most. 

After the war, Belgen was ordered by his 
superiors to aid in the development of tanks 
for Gallia, which was to be a joint effort 
between the military and a state-owned 
weapon manufacturing company. It was 
during this project that Belgen met Theimer, 
the Darcsen who would eventually become 
his best friend. Ever since he lost his wife, 
Belgen had been trying to cope with his grief 
by being increasingly hard on himself, but 
his encounter with Theimer changed the way 
he view his life forever. Being a Darcsen, 
Theimer had suffered unjust persecution for 
his entire life, yet he had never forgotten 
how to be kind to others, nor had he lost 
his pride as an engineer. The more he got 
to know Theimer, the more Belgen came 
to respect this young man. With Belgen's 


experience a 

leading the way, bdelweiss was created 
with a brand new ragnite engine. At the 
time, Edelweiss boasted higher firepower, 

in the world. Unfortunately, they were not 
granted persmission to produce more tanks 
due to the debilitation costs associated with 
manufacturing such weapons of war. Since 
the war was already over, Edelweiss never 
got a chance to see a real battle, and was 
instead stored in the Gunther Household's 

from his emotional pain thanks to his new 
best friend, but a tragic accident suddenly 
claimed the lives of both Theimer and his 
wife. The shock of losing his close friend after 
they had both survived a war almost sent 
Belgen into a dark spiral again. Isara was the 
1 o kept Belgen from the brink, as ' 


for. Taking Theimer's daughter in as 
Belgen chose to retire from the mniTary so 
that he could lead a quiet life in Bruhl with the 

Belgen was called back to the battle once 
more after that, for a minor skirmish with 

home safely only to be stricken down with 
a grievous illness. Welkin was only 13 
years old when the illness finally claimed his 
father's life at the age of 39. 

Always strict with himself, yet kind 
towards others, Belgen carried himself with 
the confident pride of a true military man. 
He knew better than most how severe and 
unforgiving a war could be, and he had 
1 1 ' 1 1 ' i what he could to 

> had the strength to 
i prejudices practiced by 
i folks, and he ah 


including the Darcsens. When 

with enough love to make 
her feel like she was truly a 
member of the family. Belgen's 
parenting philosophy dictated 
that his children had the right 
to make their own decisions, 
so he never forced his hopes 
or belief upon them. Welkin's 
ability to see the world with 
his own eyes without allowing 
common prejudices to sway 
him is no doubt something he 
learned from his father. 
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Zbcimcr 

CHARACTER PROFILE: GALLIA 


GENDER: MALE AGE: 24 (AGE AT DEATH) 

HEIGHT: 178CM WEIGHT: 72KG 
ORIGIN: POMERANIA 

MILITARY RECORD: WORKED AT THE FACTORY IN FOUZEN, THEN AT 
A STATE-OWNED WEAPONS FACTORY 
HOBBIES: TOUCHING PEOPLE'S CHEEKS 

DREAM: TO GO ON A VACATION WITH HIS DAUGHTER, BELGEN, AND BELGEN'S SON 
HABITS: SLAPS HIS OWN CHEEKS WITH HIS HANDS (WHEN 
PULLING HIMSELF TOGETHER) 
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JMatmts 'von^Borg 


W'jrv- 

MW 


HEIGHT: 180CM 
WEIGHT: 72KG 
ORIGIN: RANDGRIZ, GALLIA 
EDUCATION: UNIVERSITY OF RANDGRIZ 
HOBBIES: TENDING TO HIS WIG 
DREAM: TO HAVE GALLIA UNDER AN 

IMPERIAL SYSTEM OF GOVERNMENT 
HABITS: TOUCHING HIS LARGE VERTICAL ROLLS OF HAIR 

The Plotting Prime Minister 

Maurits von Borg is the current head of the Borg household, a 
noble family with a long history and strong bonds with the 
family. In the days when Gallia was under Imperial rule, th< 
family enjoyed a life of luxury and prosperity due to their tie 
the Emperor. After Gallia won their independenc 1 
Borg household's power and wealth gradually 
patiently for the day when the Borg family mig 
former glory, 


I h - T fth^ 

future of Gallia, and though his ambitions were strictly self-s 
he knew how to present himself well and was able to win ove 

immediately attempted 
Feder< - 1 ' 

Federc 

g that the I 

household could at least reclaim its former glory, and \ 
might even be granted the throne of Gallia if he assisted tl 
Empire in its conquest. For Borg, the Empire's declaratic 

a way to hand Gallia over to Imperial rule. Borg kne 

of the public, and that simply handing the country over 
the Empire would surely cause civil unrest. He therefo 
contacted Maximilian in secret to devise a plan that wou 
allow for himself and the Empire to both get what the 
wanted, without alienating the citizens of Gallia. 


"Sell my country? 
Oh please, let 
us not be so 
melodramatic! 
Gallia is simply 
going to be 
reborn under 
the leadership of 
myself, Emperor 
von Borg! 

Haha!" 


DESIGN WORK™ '""* BoTf > 
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nother character that I had lots of trouble with. My first attempt had him 
so out of place, considering the era he was supposed to belong to, so I 
anching out and trying different things. Somehow, I ended up settling on a 
st made him stick out like a sore thumb anyway, so I’m not quite sure what 
of that exercise was. it could be his oversized vertical rolls and the slits on 
s, but he seriously looks like he's up to no good. IHonjou) 


EARLY DESIGN 
DRAFTS 
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"Ha! Don't be 
ridiculous. 
Only the boldly 
fearless troops 
of the militia 
could handle 
such a sensitive 
mission." 


6eorg 
toti Damon 


CHARACTER PROFILE: GALLIA 


GENDER: MALE AGE: 54 HEIGHT: 164CM WEIGHT: 102KG 
ORIGIN: RANDGRIZ, GALLIA 

EDUCATION: UNIVERSITY OF GALLIA / MILITARY ACADEMY 
RANK: GENERAL SKILLS: TACTICAL COMMAND 
HOBBIES: POLISHING HIS ANTIQUES 
DREAM: TO BE PROMOTED TO THE POSITION 
OF MINISTER OF MILITARY AFFAIRS 
HABITS: PINCHES HIS BEARD WITH HIS FINGERS 
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DESIGN WORK 

6corg -won Damon '{ 

Damon 
Concept Art 


a close-up portrait in dialogu 

take a look at these illustratior 
that you realize the ridiculot 
size of the feather atop his ha 


GENERAL 


Calwo Rodriguez 

CHARACTER PROFILE: GALLIA 

wi' 1 ? * • n k y ^(«w«w) v 7 


Roald KanMunen 


CHARACTER PROFILE: GALLIA 


GENDER: MALE 
AGE: 48 

RANK: SERGEANT 


The Terrifying Drill 
Sergeant who breaks 
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jMartha 

Ltpponen 

CHARACTER PROFILE: GALLIA 

T-?- 'J "M*> 


"It's not like running 
will cause the baby to 
fall right out. This is my 
fifth, so I think it's safe 
to say I know what I'm 
talking about." 


GENDER: FEMALE 

AGE: 38 

HEIGHT: 158CM 

WEIGHT: 55 KG 

ORIGIN: BRUHL, GALLIA 

EDUCATION: HIGH SCHOOL GRADUATE 

HOBBIES: SEWING, HOUSEHOLD CHORES 
DREAM: TO HAVE A HOUSE FULL OF KIDS 
HABITS: LAUGHS WITH HER HANDS ON HER 
HIPS, PATS PEOPLE ON THE HEAD 
(AS IF THEY WERE LITTLE CHILDREN) 
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DESIGN WORK Mattes Lipponen 

Martha Concept Art 


The flavor of the era and her position as a household servant were key elements in Martha's 
design. There's really not much to say about her design, but I'd guess that she is probably the 
first woman to ever give birth in a tank. I'm convinced that we were just laying the foundation for 
a future story where Salix grows up to be a natural bom tank operator. (Tabayashi) 


EARLY DESIGN 
DRAFTS 
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Tcan To-wtib 

CHARACTER PROFILE: THE FEDERATION 


CHARACTER PROFILE: THE FEDERATION 

*>»•*■»•&> h 

(am*®) 


The Sneaky Head of 
Diplomatic Affairs 

A foreign ministry official from the Federation. 
Townshend is quite good at his job, and was promoted 

docile at first, but he is known to be a perfectionist who 
will stop at nothing to accomplish his goals. Princess 
Cordelia's abduction was executed by Townshend and a 
handful of specially trained Federation troops. 
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Irene Gtlet 




"The best stories are always in the 
most dangerous places! I'm the 
bravest reporter GBS has!" 


GENDER: FEMALE 
AGE: 25 
HEIGHT: 168CM 
WEIGHT: 52KG 

ORIGIN: REMOTE REGION OF GALLIA 
EDUCATION / CAREER: UNIVERSITY GRADUATE, 
WORKS FOR A 
PUBLISHING COMPANY 
















The Intrepid 
Reporter 


Right from their first encounter, Ellet shows 
Squad 7 how she got her reputation as 
one of the best reporters in Gallia. Wither.* 
wasting too much time on introductions 
and pleasantries, Ellet jumped right into 



"Hi, I'm Ellet. I'm a reporter for GBS. I'll be following 
Squad 7's progress as your war correspondent. I look 
forward to getting to know all of you!" 


"Hey there! 
You came to 
check out my 
newspaper, 
did you? 
Good on you!" 



ir~~ 


Ellet's Dream 

Ellet always dreamed of publishing a book 
herself, and she spent her time publishing 

her interviews that she was not allowed to 
broadcast over the radio. After the war, 
her dream finally came true in the form of 
the book titled "On the Gallian Front". 




"I may not fight in the war the way you guys do, but I can still 
fight the good fight, as Irene Ellet the reporter." 



DESIGN WORK 


Irene Gltet 

Ellet Concept Art 




Ellet's Omission from 
the Personnel Records 

As the author of "On the Gallian Front," Ellet did 
not include much information about herself in its 

notgetto find out more about her backstory. 
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| NOTEBOOK 1 

Ellet's notebook was supplied 
by GBS, which stands for 
"Gallian Broadcasting Station". 
(Tabayashi) 


| PENCIL | 


1 EARLY DESIGNS | 

As with Varrot, Ellet must have some serious 
motivation and guts to have made it this far in 
her career in a world where women don't have a 
prominent place in the workforce. Ellet's ability to 
maintain a childlike curiosity while standing on the 
fields of battle also makes her an amazing person. 
The game's producer told me that Ellet's 3D model 
was probably the one that looked most like the 
original art that I had submitted. (Honjou) 
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lsara ©wither 

CHARACTER PROFILE: GALLIA 


Living Proof that Love can 
Overcome Anything 

lsara quickly grew into a happy, healthy little girl. She usually 
follows her mother around, and helps out at the new bakery 
in Bruhl called "Alicia's Bakery". It's easy to imagine lsara 


-f 

-y 

k 

3. 

y 
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"Yup! 

I was helping 
Mommy! 

I was 

mushing the 
bread!" 



DESIGN WORK 

lsara Gunther 


lsara Concept Art 
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Gd? Nelson 


0alltan jMititia Squad 7 

CHARACTER PROFILE: GALLIA 

sl _ 

£rt.«A.jr y ?wH. 

- my daughter as far as I'm 

| concerned. She totally has 
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[ 0 ] 

Homer Pcron 

m-T— txn-— 


an angel, but he has an unusual trait that causes him to feel 

despite his rather frail body. The sight of Homer gracefully 
running through the battlefield with a soft smile constantly 
adorning his gentle lips earned him the nickname "Swan of 
the Battlefield". 


For the militia troops 
that I was put in charge 
of, I mostly focused on 
staying away from the 
stereotypically "cool" or 
"cute" types, but Homer 
may be the one exception. 
His strange quirks are 
most likely rooted in some 
childhood episode. I 
wonder what happened to 
him... (Model Part lida) 


w [U] 

]MiTia/6ina/?vna 


These triplets act as medics for Squad 7, and as such are constantly ri 
around tending to their wounded comrades. Their devotion helps to ea 
suffering of their patients, and eventually left Gallia on a mission to "save 
people." All three girls are usually found hanging around with Vyse and Aika. 


It just wasn't right for Aika and Vyse to show 

her in there as a medic, which seemed to be 
the most natural way to include her. Seeing 
the Arcadia team members milling restlessly in 
the background during the mission briefing is 
a bittersweet memory. (Model Part Koujiya) 


RAGNA-AID 
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2flex Raymond 


ruxu-rt>K 


| AGE: 17 

Brimming with athleticism, Alex tends to act 
before he thinks. He loves high places, and 
will climb every tall tree he sees, regardless of 
who might be watching. These antics are what 

war, Alex caught wind of a rumor indicating 
that he might be able to live in the sky like 
he always hoped to, so he and a few of his 
closest comrades set off on a journey to make 
Alex into a "real bird." Alex and Vyse have 
spent countless hours talking about the sky. 


Since Alex was supposed 
to be hanging out with 
the "Skies of Arcadia" 
characters, I wanted to 
make him a strong enough 
character that he wouldn't 
seem out of place standing 
beside the likes of Vyse and 
Aika. I think I was able to 
inject a lot of energy into his 
trance with his strange 
. There's actually a 


well. "Alex" was the team 
name of the project team 
behind "Skies of Arcadia." I 
(Model Part lido) 


[a] 

KcTtn 


Abbott 


<r t> 


7/K-y h 


assigned as a engineer or sniper when he joined the militia, but 
he took too long to decide which he'd prefer, and the decision 
was made for him. Unfortunately for Kevin, the final decision had 
him assigned as a shocktrooper, the one role he was hoping to 
avoid the most. This is why you might notice some hesitation in the 
way he conducts himself on the battlefield. After the war, Kevin 

wrestling persona, "The Abattoir," was an instant hit with young 
children everywhere. 


Cob? 




T 7 -K 


Catrd 


Coby worked as a carpenter before joining the militia. His 
daughter, who strongly resembled Alicia, died during EWI, and 
Covey started avoiding Alicia to avoid being overwhelmed by 
painful memories. Coby suffers from an old injury to his lower 
back that he sustained during EWI. After EWII, Coby set up a 
facility where aspiring carpenters could gather to learn from him. 
He spent the rest of his life training some of the most talented 
apprentice carpenters, and eventually passed away peacefully, 
surrounded by his loving family and devoted apprentices. 


174 I V3LKYR13 CHR0N1CL68 





























I>] 

Harmes Salinger 


l>] 

Nica Hacking 


[>] 

Batinas Milton 

w *■*■§«*> 


Salinas's handsome face ensures that he is perpetually 
surrounded by women. Being the gentleman that he is, Salinas 
never turns away a hopeful female, which has unfortunately 

tank geek, and the only reason why he even joined the militia was 
for an opportunity to see a tank up close. Many people have seen 

late at night, lovingly petting the tanks that are stored there. His love 

war was over, and though he was able to spend more time with the 
tanks, he ended up having much less time for the ladies. I- 





S-y 3'j- 


Mica is a little neurotic, and stresses himself out over the smallest 
detail. He enjoys work that requires attention to detail, like 
repairs, but his obsessive ways have resulted in mechanical 
malfunctions more than a few times. Mica's poor reputation as 

times. He eventually independently published an autobiography 
entitled "I Think I Can't", in which he expressed his unique 
outlook on life. The extremely depressing content surprisingly 

book quickly surpassed his wildest dreams. 
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3am rtirncT 


J 

When I imagine a little girl, I see this 

the two balls on them. Is this style 
passe? Do girls not wear their hair 
like this anymore? It's entirely possible 
that the corners of Aisha's eyes will 
slant down when you undo her hair. 

(Model Part Koujiya) 

~[a] 

Dorofb? Howard 


[a] p 

2Hs1?a TNetimairn 


By the remarkably young age of 12, Aisha had already 
passed all of her military training courses. Her immeasurable 
IQ was matched only by her athleticism. Back home, she was 
praised as a genius. In accordance with her own personal 
desire, Aisha was accepted into the Gallian militia as an 
exception to the age restriction. The natural curiosity and 
bountiful energy that accompanies youth are her most valuable 
traits on the battlefield. Her dream is to be the greatest military 


free time teaching herself tactics and the art of war. Through 
her many battles, Aisha comes to deeply admire Varrot. 


>!->■ 


AGE: 27 


Jane had her own flower shop in Bruhl, but it was destroyed in 
during the Imperial raid. This is the source of Jane's hatred for the 
Empire. The more battles she participated in, the more she came 
to enjoy killing Imperial soldiers. As her addiction to the killing 
grew, she always made sure that she was at the forefront of every 
charge. After the war, Jane decided to stay with the military, 

even more strict than the drill sergeant, and was soon nicknamed 
"Sadistic Jane" by the recruits. 


KPS'— 

M 7 -F 


AGE: 18 


Dorothy is extremely shy, and will blush whenever she has 
to stand in front of other people. In addition, Dorothy was 
born with physical frailties, so her family was always very 

accessories made of precious metals, but her shy nature prevents 
her from starting an actual jewelry brand. Instead, she operates 

an iron manufacturing plant in Fouzen. 


\ 

1 


! 

7 

■i 



I modeled this character 
after a girl I knew in school. 
She always seemed very 
mellow, but I could tell she 
was carrying something very 
powerful within her. Sorry. I 
imagine the earrings Dorothy 
is wearing are examples 
of her own craftsmanship. 
(Model Part Koujiya) 


Personally, I like 

Jane. She was once a 
kind and gentle young 
lady with a flower shop, 
but the destruction of 


twisted her face into 
the mask of hatred that 
you see now. (at least, 
that's what I tell myself) 
Jane's key feature is the 
pale purple coloration 
of her lips, which makes 
it look like there is no 
blood running through 
her at all. (Model Part 
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§ [A] 

IlNina Btreiss 




xhu-rx 



AGE: 29 


Nina believes that brute strength is what makes protecting others 
possible, and never skimps on her daily exercise regime. She 
also strongly believes that you should only rely on your physical 

tanks and anti-tank lancers for their need to rely on heavy armor 
for protection. After the war, Nina left on a quest to further improve 
her physical prowess. It was during her journey that she met 
the man of her dreams, and they were soon married. Even as a 
married woman, Nina still keeps up with her daily training. 


[oo] 

Musaad Ma?fietd 


A9-K- 


Musaad is 

hearing of Welkin's . . . 
join the militia as well. Musaad has an arrogant streak 

from time to time. Musaad is a legendary soldier, 
famous for his many accomplishments during EWI. He 
performed especially well in trench warfare, which 
earned him the nickname of "Ferocious Mole". After 
the war was over, Musaad left Gallia saying, "My 
place has only ever been on the field of war." His 


I 





/ was trying to create a guy who 
looked pretty cool, but was lacking in 
certain key areas... As I progressed 
through the character design, rumors 
started to spread that I had based 
this character on one of our team 
members, due to a striking yet entirely 
coincidental resemblance. I kept 
telling everyone that if I had based 
this character off of that person, I 
would have made the character more 
fresh, but I don't know if anyone 
believed me. (Model Part Koujiya) 


[ 00 ] 

Hermes Kissinger 


AGE: 25 

Bom and raised in the open grasslands, Hermes cannot stand 
tight spaces. He is a slim pretty boy who feels a need to chat 
up every woman he sees. Unfortunately for Hermes, he has a 
serious lack of stamina and can never keep up with any woman 
that he goes out with. As a result, he always leaves their date 
before it is actually over, and needless to say this has left him 
with a rather poor reputation among the ladies. Hermes's dream 
is to become an action movie star, but after sustaining serious 
injury during the shooting of his first movie, he hasn't received 
any other job offers. Hoping to improve his chances, Hermes is 
now focusing on building up his strength and stamina. 
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MeHitle Young 
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TVocc 
(Uords'wortl^ 
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AGE: 19 | 

A resident of Bruhl, Noce used to belong to the 
town watch along with Alicia. He always had a 
crush on Alicia, so he was rather displeased when 
Welkin came into the picture. Noce's hobbies 
include writing lyrics and composing music, so he 
was creating a romantic song for Alicia, but when 
he finally completed his masterpiece, Welkin 
'a. After the war, Noce returned 


[CO] 

]Nancy 

Dufotir 


AGE: 15 

Born and raised on a ranch, Nancy is a very simple girl. She's 
completely happy to stand around in a horse barn all day. A little 
clumsy and prone to tripping over absolutely nothing, Nancy once 
broke 100 freshly laid eggs and was scolded by her father. After 
returning home, Nancy found out that her family was now keeping 
a long-haired mule on the ranch. Her family was receiving many 
orders for the long-haired mule's fur, which is highly coveted for its 
warmth. Unfortunately, Nancy forgot to lock up properly one day, 
and the mule escaped with all the associated profit... 


[CD] 

JMontle? 

Leonard 


AGE: 16 

Montley grew up in the expansive grasslands of 
Gallia, among wild animals. After being chased 
around by a longhorn stag, he developed a fear of 
anything pointy. Montley is incapable of being still 
for very long, and he has a habit of sayng, "Time 
is money." Noting his agility and speed, the postal 
service hired Montley as a delivery boy after the 
war, but he was almost always late on his deliveries 
due to his tendency to wander off his route. 


v 


180 | Y3LKYRM CHRONlCl.es 

























[ 09 ] 

Susie Sharis 

m ^ % * Susie comes from a very wealthy family, and therefore lacks 

common sense when it comes to the value of money. She tends 
^ ~ to spend vast amounts of money without hesitation. Susie joined 

the militia in order to uphold her family's honor, but she is a 
very passive person who wouldn't even hurt a fly, so needless to 
say she despised the war and all the fighting that was involved. 
After the war, she spent all of her personal assets to found a 
hm . _ Q facility that offered relief to the victims of war, despite the strong 
1!U Av^t: I 7 opposition she received from the rest of her family. Susie works 
at this facility to personally aid in their charitable efforts. 


[co] 

Ramona Linton 


i/S-r- 
')> h> 


With her sharp fashion sense, Ramona used to work as a 
model for the popular magazine called "Gallian Girl" before 
joining the militia. She has an obsessive interest in everything 
that's "in" and "cool," so she was constantly sneaking out 

shopping district in town. After the war, she was hired as an 
exclusive model for a very famous designer, and was seen in 
numerous fashion shows. Lately, she has even been designing 
some clothes herself. Ramona suffers from low blood pressure, 
and is definitely not a morning person. 


[CO] 

frcesia Yorli 

70 —> 73—7 
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I [CO] 

l 3imo Coren 


9B 3.— J 

Vi * 
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schoolmate of Welkin's. As you might expect from 
, , ice, she is a highly intelligent young woman who 
attracted the attention of many hopeful suitors at school. Juno 
harbored a secret crush for Welkin, and even wrote a passionate 
love letter once, but her shy nature prevented her from handing the 
letter to its intended recipient. After the war, Juno returned to the 

AGE: 22 discovered a new bacteria that proved helpful to humans, and 
decided to name it after the hero of EWII. 


[co] 

Cherry Stijnen 

Cherry loves men and anything that is currently "in." She has a 
habit of saying "like" when she speaks. Cherry adores "Gallian 
Girl" magazine, and the only reason why she joined the militia 
was because it would allow her to see the big city. She considers 
the free-spirited Rosie to be an excellent role model. After the 
war. Cherry returned home, got married, had a child, and 
AGE: 1 6 promptly got divorced. She now struggles to raise her child as a 
single mother. 




[co] j- 

Thompson 

7-ra- 
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3ann (ttafker 




ESBSEMaAGE:27 

Jann loves muscles and anything 
muscular, including himself and other men. 
He developed a crush on Largo, and often 
made sweets and lunches for him. Jann 
has a relatively feminine way of thinking, 
I and used to work as a babysitter before 
the war. After the war, he returned home to 
a kindergarten. He wears an apron 


[A] 

Nils Oacrdcn 


Nils life in the underbelly of the city meant he was involved 
in many turf wars, but has never lost a battle. With his muscular 
body, solid character, and handsome features, Nils is quite 
popular with the ladies. He prefers to be alone, however, so 
he never bothers with women. After the war, Nils successfully 
fought his way up in the underground community until he was 

ijwiwimvjdi wi,h civ 

AGE: 2 9 runs a very or opera . 


=J 1 * 
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[A] 

rbeold Bohr 


A childhood spent in extreme poverty gave Theold a rather 
I^a rebellious personality. He plans on moving up through the 

military ranks by proving himself on the battlefield. Theold grew 
■J" up in a secluded village, and is therefore a bit uncomfortable 
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((latter jVasb 
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! [A] 

| Hector 
1 Catr>e? 


Hector is so reliable yet passionate, he is 
very popular among the housewives in his 
neighborhood. I think a martial arts dougi 
would suit him better than his military 
like the way he^responds 


[A] 

^udre? Hettinga 

... . Audrey heard stories about Welkin and joined' 

“ I' / 1 out of admiration of the young hero. Being very re 

^ — Audrey is able to get past anyone's social defense 

/ Vf T4S7] <° get what she wants out of them. She has a 
to get caught up in popular tads. Audrey may v 

unexpected strength was what landed her a job as 
actor's bodyguard. Audrey ended up saving the a 
and that led to their marriage. 
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Rostna Setden 

uijsHjnnjEsi age; 24 

Being very dependable, Rosina's comrades look up to 
her as an elder sister. She is devoted to strength training, 
and has a hard time understanding people who do not put 
forth an effort to build up their muscles. The only reason 
Rosina harbors a prejudice towards Darcsens is because 

returned home and started her own fitness gym. She 
developed a new exercise program focused on building 
muscles, and came to be known as the princess of the 
bodybuilding world. 


[A] 

Yofco Martens 


[A] 

Glysse Moore 
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Herbert jVietsen 



Herbert grew up in the desert region, where the weather 
greatly affected the daily life of the residents. He refuses to 
exert more energy than absolutely necessary, and all of his 
actions are dictated by how he feels at the time. If Herbert 
does not feel like doing something, no force in this world 
can spur him into action. He started taking horse riding 
lessons because he could not feel very motivated to actually 
walk to where he wanted to go, and horsemanship ended 
up becoming his most specialized skill. One day, Herbert 
accidentally dug up a rich vein of ragnite, and became 
extremely wealthy overnight, but he ended up giving all of his 
riches to his younger brother because he couldn't be bothered 
to think of ways to spend the vast amounts of money. 


Knute believes that money is everything in this world. He 
has survived this long by getting money through his sharp 
wit and generous luck. Knute joined the militia to get close 
to Welkin, who smelled like good money. After joining the 
militia, Knute soon set his focus upon the engineers who 
were in charge of the supplies. After the war, Knute started 
a casino in Randgriz, the first establishment of its kind in, 
Gallia. Once he was confident that the casino could manage 
itself without his presence, he headed to Federation lands in 
search of new sources of money. 


'VM- h- 

--)W> 


My original design had both of his eyes 
hidden behind his bangs, because I 
figured he was the kind of guy who would 
hide behind his hair and mutter stuff 
under his breath. When I saw the final 
version of him, I noticed that his hair had 
been neatly parted. I'm so proud that 
Herbert grew enough as a person since 
leaving my hands that he is now able 
to talk to people without 
hiding behind his hair. 
(Model Part Koujiya) 


I think the character 
design is spot on, but 

players were surprised 
to see a sub-character 
like this introduced 
towards the end... I'm 
really sorry... Personally, 
I like the way he talks. 
(Model Part Koujiya) 


COD 

Karl Landzaat 

* DX-rW-h 


Karl had a job in the ironworks on the outskirts of 
Fouzen before he had to flee to the capital city in order 
to avoid the Imperial Darcsen Hunters. Being rather 
fainthearted, Karl tends to freeze up when overcome 
by fear, but joined the militia in order to ensure a safe 
and happy future for himself and his girlfriend. After the 
war, he married his girlfriend Lynn and enjoyed a happy 
family life complete with a healthy baby. As far as Karl is 
concerned, his wife is the boss. 


I modeled this character 
off of one of the people 

team as a bit of 
innocent fun. When I 
found out that a lot of 
the players felt bitter 
towards Karl due to the 
fact that his beautiful 
girlfriend showers him 
with love and praise, 
I felt pretty bad for 
modeling him after a 
real person... (Model 
Part Nakagawa) 
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Dallas CU?att 



[ 0 ] 

Ramsey Clement 
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Nadine 
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CCD] 

Cezary Regard 


JWf-K 


AGE: 23 


Barious Desert. He chose the path of a sniper because he was 
hoping that meant he'd get to remain at a safe distance when 
participating in the war. Cezary developed a fear of heights 
after climbing up a set of ruins in the Barious Desert and falling 
off. Despite his fear of heights, he still climbed a very tall tree in 
an attempt to capture a rare bird that could be sold for a high 
price, but he fell once again. The shock of the fall erased many 
of his memories, so he can seem a bit childlike in some ways. 


[CD] 

IMarina 


(tftilfstan 


Marina is a stand-offish beauty who rarely lets anyone 
jet close to her.She detests anyone who disrupts her 
>ace, and she once chased away the persistent Ted with 
i single glare. Being the daughter of a hunter, Marina 
sarned the art of hunting from her father, and almost 
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CHARACTERS oscar/emile: tcK-R- 


DESIGN WORK 


0scar/6milc 



me. When I play the game, I can't help but use these two as much as 
I can. Oscar and Emile were also key figures in helping us figure out 
the cultural flavor of Gallia during the early development of "Valkyria 


This sketch is from when 
discussing how deeply th 
should be chiseled. We 
features of each character i 
in CANVAS, but if 
we felt the average 
drop too much. We wante 


al age of the cast would 


\ IDEASKETChH 


Oscar / Emi le Concept Art 

Emile by name, as they were nothing more than regular 
militiamen in the final game. It may surprise many players 

were intended to have more important roles in the game 
early on in development. You can even spot them making 
an appearance in the early tests of the game (P. 376). 

those for Edy and Homer) of Emile exists |P. 194). 


| OSCAR I 
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ROUGH DESIGN 


An older brother who fights the Empire 
with bared teeth and a distrustful 
attitude similiar to the kind an abused 


while the younger brother was more 
tentative with everything and looked 
at the world through weary eyes. 
Though these characteristics are very 
different from the final versions of these 
characters, these are the initial ideas I 
had in mind when designing Oscar and 
Emile. (Honjou) 


PANTS DESIGN 


These sketches were for Oscar and Emile's 
clothing. I was going for something that was 
fairly simple, but with patterns that would easily 
identify Gallians. The master plan was to figure 
out the traditional pattern of Gallia with these 


V3LKYRI3 CHR0N1CL6S I 191 






















Oscar / Emile 
Early Rejected Ideas 


s was from the stage 

discussing how deept we 
could go with their faces. 
Around the time the actual 

getting started, Honjou 

Sega offices to figure out 
the details we needed, and 
I worked alongside him as 
a member of the concept 
team. At the beginning, 
most of the conversations 

but a discussion about one 
single part of a character's 
design could easily last for 
over an hour. At one point, 
my ears started hurting so 
bad because I had spent so 
much time with the phone 
pressed against one ear or 
the other. Still, they were 
conversation we had to 
have. We'd just keep talking 
and offering our opinions 

satisfied. It was all worth 
it in the end, as these two 
characters became very 
popular, and they were the 
foundation upon which we 
built the characters that 
followed. (Tabayashi) 


I HAD FORGOTTEN THAT OSCAR AND EMILE WERE SUPPOSED TO 
BE THE SONS OF A HUNTER... SORRY ABOUT THAT. ANVWAY, HERE 
IS A SKETCH I DID TO TRY AND GET A BETTER GRASP OF THE 
CHARACTERS. THE FARM EQUIPMENT THEY ARE HOLDING COULD BE 
USED IN A CUTSCENE OR SOMETHING. 


An agressive older brother, and a more 
passive younger brother. The base 
concept behind "Valkyria Chronicles" 
was to send tanks running through 

and I tried to keep that in mind when 
designing the characters. The creation 
process of these brothers is a pretty 
good indication of our methods for all 
the characters of "Valkyria Chronicles" 
in that we basically took very generic 
looking characters and gradually added 
the unique "Valkyria Chronicles" flavor. 
(Honjou) 


OSCAR 


EMILE 
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OSCAR CLOTHING IDEAS 


FOR THE GALLIAN "FLAVOR," I THINK IT'LL BE ALL RIGHT IF WE USE THE COLOR BLUE AS A FOUNDATION, THEN WORK WITH DETAILS LIKE 
THE STITCHWORK AROUND THEIR SLEEVES AND COLLARS. FOR THESE CHARACTERS SPECIFICALLY, WE WILL NEED TO DIFFERENTIATE 
BETWEEN THEM BY USING ACCESSORIES LIKE A HAT (HUNTING CAP), SCARF, WAIST WRAP, ETC. BUT ADDING TOO MANY ACCESSORIES MAY 
LEAD AWAY FROM THE LOOK OF POVERTY THAT WE ARE TRYING TO MAINTAIN. PLEASE ADVISE. 
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CHARACTER HEIGHT 
COMPARISON CHART 
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Gdet'weiss 




I FRONT 1 


| BACK | 


Despite the fact that this tank was 
designed immediately after EWI, it has 
many features that were not commonly 
seen until much later, including the sloping 
armor. Even as a prototype, Edelweiss 
proved itself to be one of the most powerful 
tanks ever created. Unfortunately, all of the 
new technology that went into its design 
caused the cost of manufacturing this type 
of tank to rise, and it was never approved 
for mass production. 


LENGTH: 6.64M WIDTH: 3.43M 
HEIGHT: 2.65M WEIGHT: 32T 
SPEED: 60KM/H 
POWER: 800HP / 2,800RPM 
ARMAMENT: 40 CALIBER 88MM CANNON 
KWK (MADE BY THEIMER), 
12.7MM TANK GUN 
(MADE BY THEIMER) 
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Gallian Tank Identification 
Number Guidelines 


WITH EQUIPMENT 


LOCATIONS OF MARKINGS 


HHHHH 


WITHOUT EQUIPMENT 


DESIGN WORK ~ 


Edelweiss Before 
Customization 


u 

|b.t. • •• M 71i 




AIN BATTLE TANK, 51STTAF 


iBMaalMe 51^1 • 22 


rZ ' l Y' J 

EWTTTJSTANK V 

D^DESTROYER | 


THE "O" COMES FIRST, IT IS DISPUTED AS A 


FACTORY ABBREVIATIONS 


APL. -APELDOORN 

















































1_I fun and work around their "fun" as much as possible. It all gets pretty messy 

with all the notes, so none of what you'll see here will be as clean as the final 
version. The designs get tossed around between the modeler and planner 
many times before it finally settles onto the game screen as the finished 
product for the player to see. (Tabayashi) 






















































































Shamrock 


MACHINE FILE: GALLIA 

5/*pkn"j9\ 




LENGTH: 4.97M WIDTH: 2.55M 
HEIGHT: 2.39M WEIGHT: 11.2T 
SPEED: 50KM/H 
POWER: 200HP / 2,800RPM 
ARMAMENT: BREDA ARSENAL 24 CALIBER 
75MM CANNON PAK 
UPGRADE, ERMA 7.92MM 
TANK GUN 
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— DESIGN WORK 


Shamrock - 
Reinforced Version 




Configurable Turret 


FLAMETHROWER (EXTERIOR] | 


RAPID-FIRE CANNON 


1 FLAMETHROWER (INTERIOR) | 


MAXIMUM REINFORCEMENT VERSION j 

CONCEPT STATUS 

CANNON "TANK CANNON" 

MAIN BODY LV08 































Ltipus/Lupus Regntrm 


ft MACHINE FILE: THE EMPIRE 





5 Lupus 


LENGTH: 8.47M WIDTH:3.62M 
HEIGHT: 3.66M WEIGHT: 53T 
SPEED: 45KM/H 
POWER: 850HP / 3,000RPM 
ARMAMENT: MUSTELA D-25T 43 

CALIBER 122MM CANNON, 
URANUS 9MM 


Lupus Regnum 


LENGTH: 8.80M 
WIDTH: 4.64M 
HEIGHT: 3.91M 
WEIGHT: 68T 
SPEED: 35KM/H 
POWER: 850HP / 3,000RPM 
ARMAMENT: MUSTELA D-25T 43 CALIBER 122MM 
CANNON, URANUS 9MM TANK GUN 
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DESIGN WORK Lupus/Lupus Regnum 



| FRONT | 


| BACK | 
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Squus 

MACHINE FILE: THE ES 

X—CJW 


LENGTH: 39M 
WIDTH: 4.25M 
HEIGHT: 5.69M 
WEIGHT: 288T 
SPEED: 20KM/H 
POWER: 980HP / 1.400RPMX2 
ARMAMENT: MUSTELA K5T10 280MM CANNON, 

KRIM N-246 46 CALIBER 45MM CANNON, 

URANUS 20MM DOUBLE SHOT RAPID-FIRE CANNON X2 
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Dromedaries 


£ MACHINE FILE: THE EMPIRE 


| FRONT 1 


LENGTH: 7.16M WIDTH:3.72M 
HEIGHT: 3. 23M WEIGHT: 48T 
SPEED: 40KM/H 
POWER: 720HP / 2,000RPM 
ARMAMENT: MARL E5 FLAMETHROWER, 

KRIM M-312 12 CALIBER 12MM CANNON, 
TULA NPA COMBUSTION BOMB PORT, 
URANUS .62MM TANK GUN 


I SIDE | 
























NAGGIAR BOSS TANK 
2 APPEAR SIMULTANEOUSLY 


THE CANNON WILL BE 
CHANGED TO A RAGNA-BEAM 


TANK NUMBERS WILL 
BE "R1" AND "R2" 


THIS PART IS BEING 
CHANGED INTO A 
NAPALM GRENADE 


EARLY DESIGN AND EDIT NOTES~ 


Dromcdarius DESIGN WORK l 
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jBatomys 




1 FRONT I 


| BACK j 




MEM 

LENGTH: 20.11M WIDTH: 10.03M 
HEIGHT: 8.17M WEIGHT: 245T 
SPEED: 30KM/H POWER: 1,200HP / 2,400RPM X2 

ARMAMENT: 

ZAVOD 18 CALIBER 340MM RAGNACANNON, 
ZAVOD 12 CALIBER 340MM CANNON X2, 

KRIM N-520 20 CALIBER 122MM CANNON, 
URANUS 9MM MACHINE GUN X6 
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Maxi m 1 1 la n s r Thls ma f sive tank SI,S at 20m m len 9' 

. of this tank aren't its most impressive f 

Massive Tank of speeds up to 30km/h, and it is this 
- threat. Batomys boasts uncanny off-roai 


i and 245t in weight, but the mighty size and weight 
atures. Depite its physical bulk, Batomys is capable 
urprising mobility that makes it such a considerable 




A Multi-Turret Tank with a 
Ragna-Cannon as the Main Gun 


- ■‘V 
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DESIGN WORK Batomys 

This is an early design draft for Batomys that was done back 
during the phase when Maximilian was still called "Julius". The 
secondary cannons had not been placed on the front plate area yet ( 
and the gun at the rear still had considerable spacing between them. 


(V—^ ^ 

V 'J TURN* 

FOR REFERENCE 


We plunked one of the Imperial naval 
guns onto Batomys for its main gun. 
Batomys got its Japanese game name 
(Gerbil) from the German tradition of 

The first time I saw Batomys stand 
against Welkin's tank in the game, the 
sheer scale of the battle both tickled 

aback at the same time. (Tabayashil 



3D MODELING^ 


The mechanical details started in 3D. Once 
we had the basic model done, we brought it 
back to the 2D world where I added details 
to the surface. After getting my 2D drawings 
approved, I handed the 3D model and 2D 
drawings to the mech modeler to produce 
the final product. The perks of working in 
this way is that the 3D model allows me to 
get a better idea of how the unit will appear 
and move in the game, which helps me to 
ensure that the perspective won't be off, 
that I won't have to start over from scratch 
if the rendering wasn't done appropriately 
for one angle. Working with both 3D 
and 2D materials also helps to prevent 
misunderstandings, (to be continued...) 
(Tabayashi) 


The images showing Batomys with human figures and Edelweiss help to illustrate its 

be, but considering the fact that it would require at least an observation unit and ammo 
supply vehicle to function at its full potential, you can get an idea that Batomys would 
need to be operated by a full battalion of troops. 






























1 SIDE DETAILS 

The ladders may seem 
like obvious vulnerabilities 
in Batomys' defenses, but 
the powerful recoil that 

gun would make it nearly 
impossible for any infantry 
to cling to Batomys' side 
during battle. Not to mention 
Batomys is outfitted with 


3I gun ports on its sides 



(continued from previous 
page...) Drawbacks of 
this method include the 
inability to sneak in unique 
movements. When creating 
mechs, I tend to want to 
add a bit of "unrealistic" 
stretching or curving if it 
means adding to the overall 

Unfortunately, we're not 
a place yet where we can 
really expect that sort 
of thing from a real-time 
game model. So, with 
the accuracy, speed, and 

starting with the 3D model is 
the best option we currently 
have. (Tabayashi) 






presents a serious risk of overheating. Batomys' 
radiator is exposed to allow for maximum release of 

of heat produced make it impossible for the ragna- 
cannon on Batomys to be fired too often in a short 

Considering Batomys' massive body and the 
Zavod 18 caliber 340mm ragna-cannon it's 
equipped with, it needs a large radiator to 
compensate for all the heat that is produce by 

the notion of having the radiator dangerously 
exposed to enemy fire, so he gave orders to 
have it completely concealed within the body of 
the tank until it needed to actually release heat, 
at which point it would be exposed to the air. 
This "upgrade" had several issues, including 
the fact that such a complex mechanism would 
add to the overall weight of Batomys and 
that it would be highly costly. Fortunately for 
Maximilian, these alterations were approved 
due to the fact that Batomys was a special tank 
that was upgraded solely for his use, and was 
not intended for mass production, (knowing the 
Empire, though, I’d suspect that they created 
at least 2 or 3 Batomyses...) With its rapid- 
fire guns, radiator, and ladders, Batomys has 
about as many gimmicks as an entire game 
map, which caused no end of headaches for 
the planners and modelers alike. I think our "3D 
first" approach really helped us to get through 
this particular unit with minimal stress, errors, 
and unnecessary edits. (Tabayashi) 
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Narmota 

MACHINE FILE: THE EMPIRE 

h 


| WiHM 

I LENGTH: 142.5M WIDTH: 35.2M 
? HEIGHT: 35.8M WEIGHT: 16,200T 
SPEED: 25KM/H 
-j- POWER: 208,000HP TOTAL 

y ARMAMENT: 

S VALKOF, 

MUSTELA800MM CANNON X2, 
MUSTELA340MM CANNON X2, 

KRIM N-6MX 130MM CANNON XI9, 
URANUS 37MM RAPID-FIRE CANNON XI2 
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Maximilian's 
Ultimate Vehicle 










DESIGN WORK* ™ 


IMAGE OF MARMOTA ADVANCING 


Being 35.8m tall, Marmota is about as tall as a 10 storey building. The 
sight of such a towering bulk moving at speeds of up to 25km/h is quite 

full-scale invasion, Marmota's target, as well as everything between the 
behemoth and its target, have little option but to fall before its might. 


ROUGH DRAFT 
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DESIGN WORK 


Narmota 


ROUGH DRAFT 
OF STERN 


These propellers were installed for added thrust. The 
majority of the ships body is used as a hangar to carry 
tanks and troops, so it can be said that Marmota acts 
as both a battleship and a landing craft. (Tabayashi) 


This is the "Krim N-6MX 
130mm Cannon." Krim is 
located in the western lands 
of the Empire, and is the 
highest-producing weapons 
manufacturing region under 
Imperial rule. Generally 
speaking, the "N" indicates 
a tank cannon, whereas an 
"M " would indicate a mortar. 
(Tabayashi) 


STERN DECK 


TANK ELEVATOR ] 


DECK GIMMICKS 


This is Maximilian's mobile "artificial 
Valkyrian research facility." It 
involves lots of complex mechanisms. 
(Tabayashi) 
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Light Imperial Larih 


MACHINE FILE: THE EMPIRE 


1 



i 

| LENGTH: 6.69M WIDTH: 3.02M 

1 HEIGHT: 3.24M WEIGHT: 24T 

2 SPEED: 45KM/H POWER: 330HP / 1,800RPM 

g ARMAMENT: 

KRIM N-237 37 CALIBER 45MM CANNON, 
KRIM M-210 10 CALIBER 85MM HOWITZER. 
URANUS 7.62MM TANK GUN 
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When I had to pick a position for the radiator, which is the tank's weak spot, 
I took into consideration things like the orientation of the tank's armor, and 
the directions from which enemy fire would most likely come. Of course, this 
positioning of the radiator is entirely fictional and you would never see it 
done this way in real life, but I think it holds its own with the theory that you 
certainly would never want to turn your back to your enemies during a real 
life war. (Tabayashi) 


FRONT SHIELD GIMMICK 



| EARLY DESIGN] 


The design of the Light Imperial Tank was heavily based on the BT tanks (Soviet 
cavalry tanks). Though it is one of the more dated tank designs of the Imperial 
army, many of them were used in the Empire's war against Gallia. (Tabayashi) 





















































| Additional Armor on Body/Not on Turret 


| Additional Armor on Body and Turret 




Early Reinforcement 
Variation Ideas 

Despite the outdated nature of its design, the Light 


COLOR VARIATIONS 


t lacking in firepower in with a name like "ti 
rn tank technology, the Empire," and the contrc 
lesign of the main body did not allow for it provides against t, 
re way of weapon upgrades. blue of the Gallian fora 

• No Additional Armor on Body or Turret 































tts-ftl 



Medium Imperial 

MACHINE FILE: THF EMPIRE 


ft MACHINE FILE: THE EMPIRE 


ENGTH: 5.95M WIDTH:3.35M 
IEIGHT: 2.98M WEIGHT: 38T 
PEED: 35KM/H 
OWER: 550HP / 2,150RPM 

iRMAMENT: 

KRIM N-324 24 CALIBER 76.2MM CANNON, 
KRIM M-216 16 CALIBER 85MM HOWITZER, 
URANUS 9MM TANK GUN 



| FRONT 1 






























DESIGN 

WORK 

Medium Imperial 'Can'k 

Though very similiar in layout to the Light 
reflected in the additional armor protecting the 


MediemttraUank^h 

^rpIdTJ'cir/re^ 


1IATI0NS | 
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Hoivy Imperial 


MACHINE FILE: THE EMPIRE 


LENGTH: 7.16M WIDTH: 3.72M 

HEIGHT: 3.23M WEIGHT: 45T 

SPEED: 32 KM/H 
POWER: 600HP / 2,000RPM 

ARMAMENT: KRIM N-334 34 CALIBER 76.2MM CANNON, 
KRIM M-312 12 CALIBER 122MM CANNON, 
URANUS 7.62MM TANK GUN X2 
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| COLOR VARIATION [ 


BACK SIDE OF BODY 
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Imperial Zzrik Destroyer 

MACHINE FILE: THE EMPIRE 


mRSK* 






























DESIGN WORK Imperial rank Destroyer 


























































PaK (Panzerab-welyrKanone) 



WEAPONS & MACHINES pak/mk. tM£SW® -"WHSIKg 




























6atlian Light Larih 

MACHINE FILE: GALLIAN 

»U7p**8* r ^ 


1 FRONT 
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STANDARD ARMAMENT ] 


7 % 


BASE DESIGN 


MARKING BELT DETAILS 1 


DESIGN 

WORK 
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Otter jMactenes 


Land ]Mine 



Locomotive 

mm 



FOUZEN LOCOMOTIVE 































1 EDITS 1 


Btmker 


1 BACK | 


RI 


V^LKYRliCtfRONlCLGS 235 

I 


Howitzer 

artillery are considered armored vehicles, the armor on the 
side of the firing chamber is quite thin, and the main gun 
component is wide open in terms of defense due to wide 
angle of fire that is necessary. For this reason, the Howitzer 
has even less defensive capabilities than the Light Tank, 


-awannw 
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Alicia Bakery 
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™hI S ANDTHE %5gS&'2S? 
ABOVE THE PROPELLER MOTORS. 


LENGTH: 11,6M 

WIDTH: 12.5M 

HEIGHT: 3.7M 

WEIGHT: 0.46T 

SPEED: 75KM/H 

POWER: 50HP / 2,200RPM X2 
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Unused Tank Designs 


This section covers the tanks that were designed, but unfortunately did not make an 
appearance in the actual game. All of the designs were based on real-world tanks 
that any tank fan should be familiar with, though they did undergo a few alterations 
to ensure that they fit into the world of "Valkyria Chronicles". 


Guard Zz uk 

tsmm asmmm) 


The Guard Tank was based on the Gallian Destroyer 
guard to Princess Cordelia. The body of the tank was 

passenger, and the barrel of the cannon proudly bears 
the trademark spiral of the Valkyrians. Needless to 
say, the princess would never be expected to ride into 



COLOR DESIGN IDEA #1 



























COLOR DESIGN IDEA #2 


GALLIAN PRINCESS TANK (GUARD TANK) 


MARKING INSTRUCTIONS 


Rnd.OT.Q1 6...1 


i took the design of the Gallian Destroyer Tank (whic 


FLAG DESIGN 


GALLIAN PRINCESS TANK (GUARD TANK) 
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!6atltan Destroyer 

x'jTummm 


rank 



















3agdpanzer 38(t) Hetzer j 

ftfDll 38(t)*e,iEiI!iS£'Vy‘y7- m205*¥*IS417^ | 

Jagdpanzer 38(t) Hetzer £ 



TOTAL LENGTH: 6.27M 
BODY LENGTH: 4.87M 
WIDTH: 2.63M HEIGHT: 2.17M 
WEIGHT: 15.75T CAPACITY: 4 PASSENGERS 
ENGINE: CREDA AE LIQUID-COOLED 
DIRECT-CURRENT DRIVE 
POWER: 160HP/2,800RPM 
SPEED: 42KM/H 
RANGE: 178KM 

ARMAMENT: 48 CALIBER 7.5CM TANK CANNON PAK39 X 1 (41 SHOTS), 
7.92MM TANK GUN MG 932B X 1 (3,150 SHOTS) 

ARMOR THICKNESS: 8-60MM 
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IMititary Affairs 
JVahtral History 



IT history in lbc -warp, then natural history is tbc wcTt these two arc woven together 
To form an unim? 
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iTut lapentrv. 


: - r , ;:** « 

WORLD JM3P 


3—□•y/^Hil 



AfaftLC Federation 


This is a map of the continent of Europa in the year 
1935. The majority of the lands are split between the 
unified republics in the west known as the Federation, and 
the imperial alliance in the east known as the Empire. These 
two dominating bodies have realized that their differing 
views on politics, the diminishing natural resources, and 
their desire for additional territory have made a peaceful 
co-existence impossible. They have survived countless 
skirmishes and even a largescale war against each 
other, and were now poised to enter into a second all- 
encompassing war. As the new struggle spread ac 





Gallia is governed by a constitutional monarchy. The capital 
city of Randgriz is the location where Randgriz, the hero of 
the anicent Valkyrian war built his castle. The descendants of 
Randgriz have been ruling over Gallia for many generations. 
The total surface area of Gallia is 38,567km 2 , and it has a 
population of 4,320,000. Gallia is a politically neutral country 
that employs a conscription system to fill its military forces when 
necessary. The currency in Gallia is the ducat. Not only does 
Gallia boast a bountiful number of ragntie mines, it also enjoys 
a stable climate due to the sea off of its western shores. The 
naturally fertile Gallian soil also allows for the successful farming 
of produce and livestock, both of which serve as the backbone 
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T/be Principality of 6allia 1935 


A scenic toparchy protected 
by a natural stronghold 


In the northwestern corner of Europa sits a small stance of strict neutrality. The expansive and barren 

nation called Gallia. It is a five-sided country, with two Barious Desert defends Gallia's central border from 

of its sides facing the sea, two bordering on imperial invasion, while the dense Kloden Wildwood stands 

lands, and the final border resting against Federation ominously over the borderlands to the south. In the 

territory. Though Gallia had once been occupied Naggiar Plains, Gallia has erected the citadel of 

by the Empire, a war of independence freed it from Ghirlandaio, and the industrial city of Fouzen stands 

imperial control, and Gallia has since maintained a at the base of the peninsula at the northern shores. 



Gallia is shaped like the profile of a unicorn's head. This is supposedly why Gallia's national symbol is the unicorn, similar to how 
Holland's national symbol is the lion. We also kept the unicorn motif in mind when designing the Valkyrian lances. (Tabayashi) 


Positioning of the 
Empire's Invasion Force 

For the invasion of Gallia, Maximilian made use of 
four armored divisions from the 8th imperial army. 
The Empire is the most progressive nation as far as 
armored tactics is concerned, and they were able 
to get past Ghirlandaio's defenses by focusing all of 
their firepower into one assault. Building off of the 
momentum of their success at Ghirlandaio, the imperial 
forces steadily made their way towards the capital city. 


101 ST PZ.DIV 


Entered Gallia through Bruhl, at the central border. 
Was later tasked with the occupancy of Ghirlandaio. 


205TH PZ.DIV 


Entered Gallia through Fouzen, and proceeded 
to secure most of the ragnite mines in the northern 
region of Gallia. 


14TH PZ.DIV 


Became the core of the invasion, inheriting the duties 
of the 13th and 33rd divisions. 


| _ 103RD PZ.DIV _| 

Reinforcements that arrived to relieve the 101st 
division of their central support duties. 
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The tricolor representing 
Gallia's pride and independence 




[00] Scout 
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MALE SHOCKTROOPER 


[A] Shocktrooper 

mmz 


FEMALE SHOCKTROOPER | 


Regarding the body armor, a metal breastplate type thing 
was actually used during WWI and WW II in the real world, 
though it was soon set aside due to the fact that it did not 
offer much in the way of protection against bullets while 
still encumbering the soldier considerably. Still, it is easy to 
understand the psychology behind wanting to have something 
on your troops that at least gives them the sense that they are 
protected. In the world of "Valkyria Chronicles”, we gave the 
fighters some armor pieces that are somewhat reminiscent of 
western armor with the understanding that the people of this 
world still considered these pieces to be of s&me reasonable 
effectiveness. (Tabayashi) 
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[ 0 ] Engineer 

3am 

Engineers offer all sorts of important 
support up on the frontlines, such as 
resupplying ammo, offering first aid, 
performing quick fixes on tanks, clearing 
mines, and constructing/deconstructing 
barricades. They are sort of a mix 
between the modern day engineers and 
medics. They really are only meant to 

is comparable to that of the scout, which 
makes them ineffective in frontal assaults. 


MALE ENGINEER 







I spent a lot of time trying to 

engineers visually unique. There 
are countless ways to convey 
the idea that these guys can 
resupply, remove threats, and 
Jleal other units, but I had to 
work within the limitations of 
the model and animations. It 
can be tough to figure out the 
acceptable line between realism 
and blatant impossibilities, but 

of CANVAS actually helped us 
out alot with regards to ammo 
resupplying. There are quite a few 

designs and what you actually see 
in the game, but that goes for all 
units and not just the engineers. 
(Tabayashi) 
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[CD] Sniper 


The leather pouches on the sniper's chest and waist are ammo 
containers. Each one contains ten 7.92mm bullets. Since you can't 
really lay an "ambush" due to the game's combat system, having all of 
this extra ammo doesn't really affect the gameplay in any way. Still, I 
thought it would be reasonable enough to assume that the snipers would 

ridiculous. Though the leg holster on the right thigh does not actually 
hold a gun, it was slightly blurred and deformed to give the impression 
that it could contain a side arm of some kind. (Tabayashi) 

FEMALE SNIPER 
































































Concept for Gallia's Regular Soldiers 




[ FEMALE HUNTER | 


EQUIPMENT | 


| EQUIPMENT~| 
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The masterful firearms created 
to preserve Gallia 


The are the firearms of the Gallian military, and 
as such these are the weapons used by Squad 7. 
The most basic rifle for infantry use is named after 
Gallia itself. Trial and error is the formula behind 

H^^n^fre^ the^attlefield 



Scout / Engineer Rifle 

Gallian 


TYPE: MILITARY RIFLE 

TOTAL LENGTH: 869MM 
BARREL LENGTH: 432MM 
CALIBER: 7.92MM 
RATE OF FIRE (RPS): 5 
WEIGHT: 3680G 

for the guns, I prepared several motifs, 
working with alterations and variations to 
bring out a better sense of the era in which 
the game was taking place. The rifles went 

turned out biting ^bd like an M I or a 
Gew43. I picked brown for the major color 
because I thought wood would be most 
suitable for the timeframe. ITabayashij 


GALLIAN SCOUT RIFLE 



THE MAGAZINE CHANGES AS you PROGRESS. THE THREE SIZES 
AVAILABLE ARE: LARGE, MEDIUM, AND SMALL. 


Gallian with Firepower Upgrade 

Gallian-A 


TYPE: MILITARY RIFLE 

TOTAL LENGTH: 997MM 
BARREL LENGTH: 560MM 
CALIBER: 7.92MM 
RATE OF FIRE (RPS): 5 
WEIGHT: 4620G 





Gallian with Accuracy Upgrade 

Gallian-S 

TYPE: MILITARY RIFLE 

TOTAL LENGTH: 1049MM 
BARREL LENGTH: 613MM 
CALIBER: 7.92MM 
RATE OF FIRE (RPS): 5 
WEIGHT: 4210G 


GALLIAN-S10 / SI 1 / S12 


GALLIAN-S20 | 
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Gallian with Special Upgrade 

Gallian-X 


SALLIAN SCOUT RIFLE 

VARIANT WITH FOCUS ON STATUS EFFECTS 


TYPE: MILITARY RIFLE 

TOTAL LENGTH: 1035MM 
BARREL LENGTH: 600MM 
CALIBER: 7.92MM 
RATE OF FIRE (RPS): 5 
WEIGHT: 4400G 


Despite the new level of freedom I 
had granted myself with regards to 
the weapons designs, I still found 
it pretty difficult to maneuver with 


the basic rifle shape. I wish I could 
just flip through all of the designs 
I did and say, "That’s just the way 
it isl" but alas, I had to resort to 

visual appeal and practical design. 



GALLIAN-Xl / X2 / X3 | 


H GALLIAN-X10/ X11 /X12] 




MILITARY AFFAIRS & NATURAL HISTORY gallian firearms: R r' K Bfflfig 8® 















































Shocktrooper Submachine Gun 

Mags (Ml - M4) 

TYPE: MILITARY MACHINE GUN 

TOTAL LENGTH: 661 MM 
BARREL LENGTH: 335MM 
CALIBER: 9MM 
RATE OF FIRE (RPS): 20 
WEIGHT: 3540G 


| MAGS Ml/MAGS M2 


| MAGS M3 / MAGS M4 


Mags with Firepower Upgrade 

Mags (M10 ~ M30) 

TYPE: MILITARY MACHINE GUN 

TOTAL LENGTH: 992MM 
BARREL LENGTH: 459MM 
CALIBER: 9MM 
RATE OF FIRE (RPS): 20 
WEIGHT: 4830G 




COLORED AS WELL 


| MAGSM10/MAGS Mil/MAGSM12 



Mags with Special Upgrade 

MAJ-X 


TYPE: MILITARY MACHINE GUN 

TOTAL LENGTH: 990MM 
BARREL LENGTH: 459MM 
CALIBER: 9MM 
RATE OF FIRE (RPS): 15 
WEIGHT: 4310G 


| MAJ-X Ml / MAJ-X M2 / MAJ-X M3 

VARIANT WITH FOCUS ON i 
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Lancaar with Firepower Upgrade 

Theimer 


TYPE: ANTI-TANK LANCE 

TOTAL LENGTH: 3225MM 
BARREL LENGTH: -MM 
CALIBER: 141MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 18.1 KG 


THEIMER M01 / THEIMER M02 
/ THEIMER M03 


Mil 


LANCAAR-SH M20 



1 LANCAAR-SH M20 | 


Lancaar with Explosive Shell Upgrade 

L ancaa r -SH PF 

TYPE: ANTI-TANK LANCE 

TOTAL LENGTH: 2806MM 

BARREL LENGTH: -MM 

CALIBER: 13 6MM PF 

RATE OF FIRE (RPS): 1 

WEIGHT: 15.5KG 


| LANCAAR-SH Ml / LANCAAR-SH M2 | 


LANCAAR-SH Ml0/ 
LANCAAR-SH Mil / 
LANCAAR-SH Ml2 
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Sniper Sniper Rifle 

GSR (GSR-1 ~ 4) 

TYPE: MILITARY SNIPER RIFLE 

TOTAL LENGTH: 1073MM 
BARREL LENGTH: 585MM 
CALIBER: 7.92MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 3970G 


| This was waj. based on the Mosin- 

a holding in the concept art by Honjou. 

5 / tweaked these two models to end up 

g with what you see here. (Tabayashi) 



GSR with Accuracy Upgrade 

GSR (GSR-10 *» 30) 

TYPE: MILITARY SNIPER RIFLE 

TOTAL LENGTH: 1243MM 
BARREL LENGTH: 810MM 
CALIBER: 7.92MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 3860G 


The name GSR comes from the fact 
that I based this gun off of the models 
of the Gallian-S Rifle and the Gallian 
Sniper Rifle. This was the first Gallian 
rifle designed specifically for sniping 
purposes. (Tabayashi) 


GALLIAN SNIPER SNIPER RIFLE VARIANT WITH FOCUS ON ACCURACY 

SR04 



Sniper Rifle with Firepower Upgrade 

Brondel 


TYPE: MILITARY SNIPER RIFLE 

TOTAL LENGTH: 1243MM 
BARREL LENGTH: 800MM 
CALIBER: 7.92MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 4220G 



company in Gallia, fTabayashi) 



SR03 


BRONDEL Ml / 
BRONDEL M2/BRONDEL M3 


BRONDEL M20 | 


SAME AS MACHINE < 
ANGLE IS STATIC. 
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Brondel with Special Upgrade 

Brondel X _ 

TYPE: MILITARY SNIPER RIFLE : 

TOTAL LENGTH: 1264MM 
BARREL LENGTH: 802MM 
CALIBER: 7.92MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 4430G 


BRONDEL Mil OX/ 
BRONDEL Ml 1IX / BRONDEL Ml 12X 


BRONDEL Ml20X] 


Reward Weapons 


rifles, but Gallia actually has their sniper rifles manufactured specifically to be 
sniper rifles. The Mosin-Nagant was a military rifle used by the Soviet Union, 
and is also what these rifles were modeled after. The Mosin-Nagant was the 
favored rifle of both the Finnish sniper Simo Hayha (known as “White Death"), 
and Vassili Grigorevich Zaitsev, the famous WWII Soviet sniper. 


GALLIAN SNIPER SNIPER RIFLE 

RARE COLORS 


VARIANT TEXTURES ON 
SROI 02 04 07 lO 
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Early Gallian Weapon Designs 

The early submachine guns were designed with 
longer stocks. There appears to have been three 

design, but the different sized magazines indicate 
that they were already thinking ahead to the 
upgrades, whether it be through increased ammo 
capacity or higher calibers. 


SHOCKTROOPER SUBMACHINE GUN 


SHOCKTROOPER SUBMACHINE GUN 



| FLAMETHROWER | 

SHOCKTROOPER FLAMETHROWER 


ley had somethin w 
to work with when hammering out 
the characters' motions. This was 
done well before we had figured 
out how the weapon upgrading 

for what I considered to be middle 
ground as far as weapon level and 
appearance. (Tabayashi) 



testing. It was even harder with the 
flamethrower as it is designed as 
an external attachment, making it 
more prone to collisions during the 
testing. We actually didn't have 

the planner requested some kind of 
area-of-effect weapon. In the end, 
I think the flamethrower actually 
fit into the world of "Valkyria 
Chronicles" pretty well, and 
became one of the coolest features 
as far as weapons are concerned. 
We incorporated ragnite into the 
technology behind the flamthrower 
for the same reasons that we did 
for the hand grenades, giving the 
flamethrowers their awesome blue 
flames. (Tabayashi) 


SCOUT/ENGINEER RIFLE j 
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6attian IHititar? Insignias 


Gallia's flag is composed of the nc 


H U 74il SBISS/PBS8 M ^hfbackground, with on image of Randgriz ^7 g tJ 

The various emblems of Gallia j 


do their part in times of neec 


NATIONAL CREST] GALLIAN MILITARY INSIGNIA 


SQUAD 7 SECTION BADGE ] 


1 TOWN WATCH IDENTIFICATION BADGE 



























































GALLIAN MILITARY AND RANK INSIGNIAS 

P ™BJs S1 CORPORAL CORPORAL SERSEANT SEMENtT SeSgIInT 

VpBlBS 

SHOULDER y J <' '"~^ J _ Jg^jgjygggg^y • 

-SUB-CHARACTERS -KREIS -ZAKA 

-REGULAR SOLDIERS (WHEN HE BECOMES -LARGO 

-MEDICS EDELWEISS'S -DRILL SERGEANT 

OPERATOR) 

SECOND FIRST CAPTAIN 

LIEUTENANT LIEUTENANT 1 

gBPI 

MAJOR L COLONEL T COLONEL 

ijgig 

MAJOR LIEUTENANT fflcwcpAi 

GENERAL GENERAL oc CKflL 

jg§g[g 

ADMIRAL 

STRIPES JTjAlIS Jr .4|Ki[ 

^AAlI TANK UNIFORM PB| ‘ MBmIKI 

-GALLIAN FORMALWEAR 

CORPORAL: FIRST SECOND 

STAFF SERGEANT SERGEANT LIEUTENANT 

FIRST CAPTAIN GENERAL 

LIEUTENANT 

VARROT DAMON 
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Branch Symbol 




Symbols that identify each 
soldier according to their 
specialization 


The most notable feature of the Gallian military uniform 
is the wide collar flap at the back, similar to those on 
sailor suits. The flap on the Gallian uniforms is said to 

origins as the traditional naval sailor suit, but rather just 
ended up looking similar. Each soldier's branch symbol is 


embroidered onto this flap. Since all of the infantrymen 

symbol for plain "infantry." Being non-combat personne . 
the medics stand out with their white flaps and red 



EARLY BRANCH SYMBOL IDEAS ~| 



Each symbol was designed based on the 
following ideas: Shocktrooper "visual 

Scout "binoculars"; Sniper "the sights 
of a sniper scope" ; Lancer "anti-tank 
lance"; Engineer "wrench"; Medic "Rod of 
Asclepius" (Tabayashi) 



Though the number of branches has not 
changed, some of the branch symbols 
evolved beyond what they were at early 
stages. The biggest changes were applies 
to the engineer and medic. The engineer's 
old symbol represented a motor and 
bearing, and the medic's old symbol was 
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BRANCH SYMBOL CONCEPT DESIGNS 
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6attian Decorations 

H'JTikWlWlM 


Medals of the Principality of Gallia, 
awarded for various achievements 





6atlian Medal of Honor 


Touzen Semite Medal 


IVaggiar Semite Medal 
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The Splintered Horn 





The Crimson Heart 


The (dings of Solidarity 


excellence in Leadership 



excellence in Technology 




should wear these medals. The medals are to be worn 
on the left breast, with the medals of higher prestige 
being worn on the rightmost side, closer to the heart. 
There are cases where a service ribbon may be worn 
to attack more than one medal in a linear fashion, but 


Order of the Holy Lance 


Randgriz Crest of Honor 
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The Dignified Armaments 
of the Imperial Forces 


Since the Empire is steeped in the older traditions, 
their military uniforms represent a unique blend of 
medieval and modern styles. The metal breastplates 
worn by the Imperial scouts were used to deflect 
enemy gunfire in the early days when guns were 
first invented. With the evolution of armored 


units, skirmisher tactics, and more powerful guns, 
however, these metal breastplates became more of 
a liability as they hindered the solderis' movements. 
The fact that the Imperial scouts still wear these 
outdated forms of armor is a clear indication of just 
how important their ideologies are to them. 


[ Imperial Scout ] 


The Imperial scouts are the least 
armored of all the Imperial units, but 
they are still more heavily armored than 
the Gallian infantry. The flat piece that 
runs down the middle of their helmet is 
reminiscent of the feathers that adorned 
the helmets of medieval knights. 


The body armor worn by the Imperial 
troops more closely resemble the kind 
of armor that was used in that < 
Though the backpacks they weai 
their backs was a slight step away from 
the realism factor, we included them 
because they looked more interesting, 
it marked them as infantrymen, and 
also gave off the vibe that these men 
were far from home. (Tabayashi) 



■M | | 


[ Imperial Lancer ] 


iay be why the Imperial anti-tank 
soldiers wield weapons shaped 
like the lances used in medieval 


The Imperial anti-tank lances 
really are shaped after 
jousting lances. The image 
of a whole slew of lancers 
standing alongside a tank with 
their lances held upright was 
probably one of the earliest 
images we had laid out for 
us when imagining the world 
of "Valkyria Chronicles". 
(Tabayashi) 



[ Imperial Shocktrooper ] 

The main visual differences between the scouts 
and the shocktroopers are the helmets and the 

armor (a light layer of armor underneath) to give 
them a little more protection than the scouts. 


draped over their faces. This was because we 
knew we'd have to find a way to hide their faces 
in the game, and we figured we could provide 
all kinds of logical reasons why they might be 
wearing cloth over their faces. They eventually 
got metal face plates instead to make them more 

else to play around with. (Tabayashi) 


















































[Imperial Engineer^ 


Based on the symbol attached 
to his pouch, it is highly likely that 
the Imperial engineer doubles as 
a medic. Though the engineers 
are also armed, they do not 
participate in direct combat as 
much as the other soldiers do. 


As with the Gallian uniforms, 
we had some trouble figuring 
out variations for the Imperia' 
uniforms. The same medi< 
symbol as the one used by the 
Gallian military can be seen 
on the engineer's waist pouch, 
and that was to show that this 

in m !h 0 e wZ'lTof^Valkyrlt 
Chronicles". (Tabayashi) 



[ Imperial Sniper ] 


Imperial sniper's armor is not very 
different from that of the scout's. 

lining the inner side of the gloves, 
but these were removed in the 
final version of the game. 


/ recall spending a lot of 
time on the sniper, so I'm not 
really sure how they ended up 
looking so bland... Looking at 

them up with Ghillie suits or 
ponchos. (Tabayashi) 
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Imperial Firearms 
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The weapons that spilled 
Gallian blood 


Early Imperial 
Weapon Designs 


the Karabiner (carbine, used by cavalry soldiers), 



Rifle Grenade 


of weaponry. For the ZM Kar rifle, they focused portability. All of the Empire's portable weapons are 
on lightening the weight as much as possible to primarily focused on firepower, and are therefore more 
aid in blitz attacks. "ZM MP" is an abbreviation advanced than the Gallian firearms in that respect. 


Scout Rifle 

ZM Kar 


IMPERIAL RIFLE VARIANTS 





TYPE: MILITARY RIFLE 

TOTAL LENGTH: 851 MM 
BARREL LENGTH: 424MM 
CALIBER: 7.62MM 
RATE OF FIRE (RPS): 5 
WEIGHT: 4320G 


Scout Rifle RF54 

ZM Kar B 

TYPE: MILITARY RIFLE 1 

TOTAL LENGTH: K^MM*** 1 
BARREL LENGTH: 618MM 
CALIBER: 7.62MM 
RATE OF FIRE (RPS): 5 
WEIGHT: 4730G 



These were modeled 

Mkb42 and the Slg44. 
Since they were based 
off of assault rifles, 
they may seem a little 
ahead of their time 
as far as the world of 
"Valkyria Chronicles" 
is concerned. 
(Tabayashil 


Sniper Rifle 

ZM SG 

TYPE: MILITARY SNIPER RIFLE 

TOTAL LENGTH: 1065MM 
BARREL LENGTH: 502MM 
CALIBER: 7.62MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 3580G 


Sniper Rifle 

ZM SG B 

TYPE: MILITARY SNIPER RIFLE 

TOTAL LENGTH: 1 260MM 
BARREL LENGTH: 797MM 
CALIBER: 7.62MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 3780G 


VB GGG 

TYPE: MILITARY RIFLE GRENADE 
LENGTH: 210MM 
CALIBER: 20MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 410G 






























Submachine Gun 

ZM MP 


Submachine Gun 

ZM MP B 


TYPE: MILITARY 

MACHINE GUN 

TOTAL LENGTH: 673MM 
BARREL LENGTH: 315MM 
CALIBER: 9MM 
RATE OF FIRE (RPS): 20 
WEIGHT: 3630G 


TYPE: MILITARY 

MACHINE GUN 

TOTAL LENGTH: 966MM 
BARREL LENGTH: 485MM 
CALIBER: 9MM 
RATE OF FIRE (RPS): 20 
WEIGHT: 3880G 




off of the MP38/40. 
Designing a smaller gun 





Flamethrower 

VB FW 

TYPE: MILITARY 

FLAMETHROWER 

TOTAL LENGTH: 275MM 
BARREL LENGTH: 248MM 
CALIBER: 13 MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 2830G 


Flamethrower 

VB FW B 

TYPE: MILITARY 

FLAMETHROWER 

TOTAL LENGTH: 354MM 
BARREL LENGTH: 300MM 
CALIBER: 13 MM 
RATE OF FIRE (RPS): 1 
WEIGHT: 3150G 
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The early Imperial troops were 
not unlike medieval knights 


The idea that the Imperial troops would be suited 
up in armor of a decidedly western flavor was 
something that survived right from the beginning 
of development. These early designs show that 
the influence of western armor was even heavier 
during the early days, as the Imperial troops wore 
heavy suits of armor with the camouflage gear on 
top, and a helmet with a full face guard. They were 
armed with shields, blunt weapons, and knives for 


close combat, and their overall appearance went 
right past the medieval times into the style of heavily 
armored soldiers of ancient civilizations. Since 
the Empire was set to be a slightly more modern 
civilization that has survived trench warfare, the 
developers eventually pulled the design of the 
Imperial armor forward through time a bit to balance 
out the look with the reality. 




The rifle is a bolt action 

magazine and no trigger 
guard, so it more closely 
resembles a muzzle- 
loaded musket. The early 
grenades looked more like 
pineapples than the potato 
mashers we later ended 


t Early Designed ~| 
Imperial Trooper J 

The general silhouette was much rounder, 
and they were armed with a rather large knife 
that would not have been very effective for the 

and long boots do not seem to have gone through 
many changes for the final version. 


Although some of the features 
survived from this version to 
the final version, this was the 
earliest rendition of an Imperial 
trooper. I tried to incorporate 
some ethnicity, obvious "enemy- 
ness", and flavors of the era, 
but I think my own personal 
tastes played the biggest role 
in this design. (Tabayashi) 


ARMOR 


Trooper 

Armaments 


1 UNIFORM 1 


1 


| RIFLE | | BELT /BOOTS [ I HAND GRENADE 
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t Early Designed 
Imperial Lancer 

They look pretty similar to the rifle trooper, 
except that they wear greaves over their boots 
and leather "skirts" around their waists. They 
even have additional armor pieces on the 
shoulder harnesses of their backpacks. 


When looking back at my 
early design drafts, I can 
tell that I was really getting 
into it back then. As the 
schedule started closing in 
around me, my design drafts 
became more vague and 
simplistic, (lol) (Tabayashi) 
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COLOR VARIATIONS 
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Illustrations of Imperial 
Troops in Battle 


1 IMAGE OF LANCE FIRING 


Try not to be too surprised, but you're about to see a whole parade of 
enemy units that were fully rejected. None of these reached the level of 
"Let's go with this!" but rather stopped at around the "What do you think of 
this?" and "How about something like this?" ranges. Still, a lot of passion 
went into each and every one of these creations. Above, you can see three 
Imperial soldiers struggling with a large anti-tank cannon. (Tabayashi) 


Imperial Soldier Variation Ideas 


Anti-Tank Rifle Ideas 


Hammer Troop 



Early Imperial 
Soldier Design 1 

This is a variation on the early 
Imperial soldier. They tried quite a 
few things, including the addition 
of markings (unit logos), coloring 
(different colored equipment), and 
bushes (for camouflage). The larger 
backpack and plain rifle makes it 
look like this soldier is armed with a 
flamethrower of some description. 


These drafts came together 

previous page. The general 
shape has not changed much, 
but the differences can be seen 
in the details, like the personal 
'e bush. 


/Tabayashi) 




























Early Imperial 
Soldier Design 2 

This lancer is riding a fictional 
can be cons 

drag °° n J atjnvc _ 

ar to have been 
taking the design course in a more 
stereotypically "fantasy" direction, 
and does not even remotely resemble 


Let's forget we're talking about "Valkyria Chronicles" for a 
second here... (lol) Don't you think this guy looks awesome? 
I think this image is from the time when I was trying to pitch 
the idea of making the "Valkyria Chronicles" world a place 
where horses were completely replaced by these dragon-like 
creatures. I'd love to have the opportunity to work on a game 
like that some day. The images below are from a very early 
stage when we still had the freedom to mess about in order to 
figure out what the world of "Valkyria Chronicles" was really 
going to be about. One of the armor designs below looks 
pretty Japanese. (Tabayashi) 
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Ragnite 



the woHdHoT^Vdkyria^Chron^les^tDp^^a'new 

The essential energy source 
supporting modern society 

! harness 'the energy of ragnite. Though the people 
' had been aware of ragnite since ancient times, the 

1 need to purify ragnite and its highly reactive nature 
' had made it difficult to find a common use for it. 




| THE MOTOR FOR THE GREAT W SEL BRIDGE ENERGY GENERATORS | 


RAGNITE ENGINES ~~| 

The internal ragnite combustion engine produces energy by igniting ragnoline. 
This is achieved by starting the engine, which connects the circuits to the spark plug. 
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6adgets of Valeria Chronicles 

■£tPflj}<P 7 <yA 

Cutscene props 


The developers of "Valkyria Chronicles" did not other material and non-material things. In this section, 
limit their creativity to the creation of characters, we have collected some of the gadgets and props that 
mechs, and a storyline. In order to bring this fictional breathed life into the world of "Valkyria Chronicles". It 
world to life, they dreamed up things like flora, is our hope that you will get to experience the passion 
fauna, technology, culture, traditions, and many that went into building an entire world. 


On the Gallian Front I COVER | 



| IMAGE OF CONTENTS [ 


Ellet's rangefinder camera works by showing two images of the same object in the viewer, 
□nd focus is attained by adjusting the calibration wheel until the two images coincide. 



1 ELLET'S MAGAZINE | 


IRENE ELLET'S MAGAZINE 


for mttlitary modellers 

-paiMEcr 

modeling- 
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BACK COVER 
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Welkin's Sketches 


Regardless of whether he is in battle or not, 

nature is always engaged at full throttle. These 
pages from his sketchbook show the sketches 

and took notes regarding a butterfly emerging 
out of its cocoon with fresh wings, a flower, and 
the shimmering trout he saw just before he met 
Alicia for the first time. 


Photograph of Belgen and Theimer 


This rare photograph that captures Blegen and Theimer together 
was taken during the first Europan War. Judging from the caliber 

tanks that was used during EWI. 



Archaic Northern Letters and Gallian Letters 

Gallia has its own alphabet called the galphabet that is most commonly use 
by its citizens. The more archaic writings left behind by the Valkyrians have bee 
identified as hieroglyphs, and is known as the ancient northern alphabet. 

| GALLIAN LETTERS 

GALPHABET 

-(THE MOST COMMON WRITTEN FORM IN GALLIA) 

#6C00?6H1 
TKLMNOPQR 
BCUWXYZ . 
1234567890 
abcdefgbtfklmn 
opqrst-irp'wxyz 

rvxn 



EVOOOZ PROLOGUE - MEETING ALICIA > SKETCH OF SHIMMERING TROUT 




ARCHAIC NORTHERN SCRIPT FOUND IN THE RUINS 


'flHn>vtrhP’ 

TEXT FOUND ON NORTHERN WALL OF WM 
BARIOUS RUINS 

VAL KYR IAN TEXT 

IXT TAKEN FROM RUINS, WITH I 



| ARCHAIC NORTHERN ALPHABET] 
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Zaka's Detonator 


Map of Fouzen 


Darcsen Doll 


BURNT DARCSEN DOLL 


| DARCSEN DOLL VARIATIONS^ 

CHAPTER 10 EV100H- - DARCSEN LABOR CAMP > NATIVE 
CHAPTER 11 EV1102 - "REJECTED SIFT" (DIALOGUE EVENT) 
EV1105 CHAPTER 11 - ISARA'S TRAGEDY > NATIVE 
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Gadgets at Pre-production 


Unused items from pre-production 
that were cut from the final game 



Various Emblems 


GALLIAN MILITARY 
SYMBOL 


GALLIAN NATIONAL 
SYMBOL 















































































































































Geography 




From mountains and forests to barren deserts. 6altia boasts a wide variety 
natural landscapes. Ibis chapter tabes you through a mere handful of.the in 
notable locations in 6allia. as you trace the footsteps of Squad 7 
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T/be 6reat Vase! Bridge 


vr-amaum) 

The impressive suspension 
bridge leading into Randgriz 


Vasel River flows from Lake Graz on the banks of 
Randgriz Castle, and the Great Vasel Bridge spans the 
width of this immense river. During the middle ages, large 
sturdy towers were built on either end of the bridge for 
defensive purposes, but the bridge was further modified 


invented. By adding wires and pillar to the bridge, i 

bridge. With the Vasel River eventually leading out to \ 
the North Sea, the Great Vasel Bridge also played an ' 
liddle ages as a checkpoint for all , 
i traveling by land or water, i 


PANORAMIC VIEW OF VASEL BRIDGE 


THE MASSIVE SUSPENSION BRIDGE 

Aside from the fact that it keeps the bridge from getting 
in the way of vessels traveling through the river, the 
bridge was made retractable as a contingency plan so 
that it could act as an extra line of defense. There are 
gates on both sides of the bridge, which make it possible 
to impede land-based travelers without having to fold the 
bridge. The bridge's mechanism can be activated from 
either one of the two control towers. 
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EASTERN VASEL SHORE (BIRD'S-EYE VIEW) 


From a bird's-eye view, it is easy to se 
desiring to possess the bridge's control t< 
being victorious, and this area of Vasel w( 
reclaimed the bridge. 
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and most regions of 
ngs according to their 
, so it would be an impossible feat 
to try and unite the followers of Yggd into one system of 
at this stage. 


Statue of Ancient 
Vatlryria 

The mysterious ancient race that liberated Europa 
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Zbc Citadel at 61nTtandaio 


I The Citadel of Ghirlandaio stands on the border drove the Gallians out and claimed it for themselves. 
! between Gallia and the Empire. With the Kloden The Empire then proceeded to place stationary 

I Wildwood and the Barious Desert offering natural cannons in front of the fortress facing towards 


tNORAMIC VIEW OF GHIRLANDAIO 


GHIRLANDAIO CONCEPT ART j 




The Guardian of a Nation 
















































RAMPART | 


The rampart is 

as well as storage of ammunition. The ou 
slightly raised, and the ramps leading up to this outer lip were ins 
the cannons and other large weapons that would need to placed there. 


»st edge of the rampart is 
outer lip were installed for 


The final lift turned out to be a little different in 
terms of size an height than the original design 
seen to the left here. We had to tweak it a 
bit after placing it in the game depending on 
factors like the player's field of view, and the 
space required to transport a given number of 
troops. (Tabayashi) 
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Zbc Klodeti (dtld-wood 


A dense, unwelcoming for 


asst 


"" ”"™ *• " n ""° ! 


CABIN (INTERIOR) 


CABIN (EXTERIOR! 
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Zbc N&QQiar Plains 


TVTWftm 

The stage of countless battles 


The Naggiar Plains refers to the mostly flat 
expanse of land in northeastern Gallia. As has been 

bordered by the Kloden Wildwood and the Barious 
Desert, so most of the traffice to and from the east 
goes through the Naggiar Plains. Due to the fact 
that this area is capable of hosting large bodies of 


largescale battles, resulting in numerous changes to 
international borders. Possibly as a direct result of 
the countless battles fought on the Naggiar Plains, 
the vegetation is sparse, and the reddish earth is 

like old scars that will not heal. 



o 

o 
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Zhc Narbe rry Shore 




A natural fortress 
surrounded by cliffs 


The Marberry Shore is but one portion of the 
northern industrial coastal belt that includes the city 
of Fouzen. The beach, which looks like it has carved 
its way into the shoreline, leads up to a small plateau 
surrounded by sheer cliffs and rocky terrain. The cliff 
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ZM Bartons Desert 


/ivrzim 

The scar left by 
the Darcsen Calamity 


The Barious Desert is the 10 km 2 area in eastern Gallia 

Darcsens scorched the earth there during the "Darcsen 
Calamity", and the barren landscape is centered around 
a unique crater. The center of the crater is quite scarred, 
and ripples in the earth spread out from the center in every 


direction, as if it had been the site of a massive explosion. 
Many ruined buildings have been discovered in the 
Barious Desert, which suggests that a city once existed 
there before the mysterious blast. Terrible sandstorms will 
occasionally sweep through the Barious Desert, so very 
few travelers willingly enter this harsh land. 


| PANORAMIC VIEW 


bit like this: "I want to have 
a desert battle! Something 
reminiscent of the frontlines 
of North Africa!!" "But... this 
is Europe...?" After some 
brainstorming, this is what 
we came up with. This is not 
a naturally formed desert, 
but is the aftermath of the 
power of one of the ancient 
Valkyrians. This desert is not 
composed of sand as most 
deserts are, but is a barren 
land carved out of the rock. 
I did some research, though, 
and I did find out that there 
is a desert forming naturally 
in one part of Europe. 
(Tabayashi) 



REFERENCE IMAGE FOR 
THE SIZE AND DISTANCE 

OF THE BEAM 
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temple of Valletta 




The truth of the Valkyrians, 
hidden deep within the ruins 


The temple that is said to have been constructed 
by the ancient Valkyrians. Massive stone blocks 

on top of each other to form this unique architectural 
wonder. All along the interior walls of the main 
chamber, the history of the Darcsen Calamity and 


the war of the Valkyrur is recorded in the archaic 
northern script of the Valkyrians. There is a secret 
door leading into the deeper areas of the temple. 
The door is adorned with the traditional "Valkyrian 
Spiral", and will not open for anyone except true 
descendants of the Valkyrian people. 
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/ designed the blocks making up^the 
Valkyrian architectural style. Each of the 
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[ TEMPLE DEPTHS^ 


INTERNAL MEASUREMENTS! 
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fotizen 

One of the many industrial 
cities in Gallia 


Fouzen is one of Gallia's many ore production 
sites, and is the only city in Gallia that has 
consistently evolved with the discovery of new 
technologies. This location had always been a 
deep canyon, but the tireless digging for ragnite 
has shaped the sides into diagonal slopes, leaving 
a small bank of land in the center. The slopes have 


an upper ledge and a lower ledge, and tram tracks 
run everywhere to ensure that all of the mining, 
transporting, and processing can be done in the 
most efficient manner possible. The buildings on the 
central bank are the purification facilities, and many 
Darcsens were forced to work in these buildings 
during the Empire's occupation of Fouzen. 
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Bruht 

yiv-n 

Bruhl sits on the eastern edge of Gallia, bordering times the size of the original settlement, its population , 

i on Imperial lands. The gently rolling hills surrounding has never risen above the 8,000 mark. The lifestyle j 

\ this small bordertown is dotted with windmills. Bruhl of its founding father seems to run thick in Bruhl, , 

i is said to have been founded by a rebel knight as the town guard has always been very active i 

' guard who revolted against the king of Gallia back and effective. The citizens of Bruhl make excellent ] 

Welkin's Hometown 

i when Gallia was still ruled by a monarchy. The use of the fertile fields on which they live, and the i 

1 knight guard fled the capital city and established a bordertown is famous for its cheeses and other dairy j 

i settlement here in order to hide from his pursuers. products, as well as the fresh bread made from the i 

1 Though the settlement blossomed into a town several high quality grains grown right there in town. | 


L 


















BIRD'S-EYE VIEW OF 
BRUHL'S WINDMILL 

The windmill at the center 
of Bruhl is the town's symbol, 
and is an old guard tower 
that was converted into its 
present form. The actual town 
of Bruhl is built outward from 
the windmill, like spokes on 
a wheel, and is often called 
"the windmill town." 


At the basic design stage, 
we reviewed the windmill 
in its 3D model form much 
like we did with the mech 
models. We made several 
different variations of the 
windmill, and as you can 
see at the bottom right 
corner of the previous 
page, some of those 
ideas had the windmill as 
part of what looked like a 
proper castle. (Tabayashi) 



o 



I OVERVIEW OF THE WINDMILL I 

[ANGLE ADJUSTMENT GIMMICK) 

This windmill has two sets of sails, and you can adjust the 
angle of the sails by manipulating the axis, as you might with 
the rod on a set of window blinds. The axes for both sets of 
sails are connected, so all of the sails will be adjusted to the 
same angle simultaneously. 
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Che Capital Cit? Randgriz 

The symbol of Gallia 


The Capital City Randgriz is the cornerstone of Gallia, political, financial, and cultural organizations. The Capital 

and boasts the longest history of all the cities on the City Randgriz is a circular walled city that is approximately 

continent of Europa. The city got its name from the fact 1 km in diameter, secured all around by solid stone walls, 

that the hero Randgriz founded it after the Valkyrian War. The main gates of the castle lead out onto the network of 

The castle that juts out onto Lake Graz acts as the central streets that spread out in every direction, acting as a large 

nervous system of the country, and is the home of all transportation hub. 



4 ^ 


RANDGRIZ CASTLE GATES 

Being a walled city, the gates are also solidly 
built. There are three gates, but most people 
use the main gate. According to our notes, 
the stone walls are about 25m tall, which 
is pretty tall even by the standards of the 
European walled cities in the real world. I 
think the castle looks brilliant, and is worthy 
of a nation that has long maintained its 
independence. (Tabayashi) 


312 


V3LKYR13 CHROJVICLSS 





















V3LKYRI2 CHR0N1CL68 



















II 



RANDGRIZ CASTLE / AUDIENCE CHAMBER 


This space feels very solid, with the 
intensely polished stone packed tightly 
together. The slightly elevated area is 
reserved for the royal Randgriz family and 
the nobles who are closest to them. Speeches, 
rites, and award ceremonies are conducted 
in this room. (Tabayashi) 


THRONE / BANNER 

There is a Valkyrian Lance 
ornament standing behind 
the throne, symbolizing 
the purity of the Randgriz 
bloodline. The banners lining 
the walls on either side bear 
the image of a unicorn, and 
are said to be reminders of 
the days of knight guards and 
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| The warehouse district 
| where the "Midsummer 
£ Incident" unfolded 


There are numerous wharfs and warehouses in abduction of Princess Cordelia. It is most likely that 

Randgriz, all facing the waters of Lake Graz. These the ambassador chose the water as his escape route 

facilities are used in both the transportation of goods due to the fact that foreign vessels are allowed to 

as well as miscellaneous marine traffic, and there anchor at this port, and he no doubt thought he 

is always a wide variety of ships anchored there. would be able to lose any Gallian pursuers while 

This wharf was also the stage for the "Midsummer avoiding Imperial interference entirely. 

Incident," the Federation Ambassador's attempted 
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Scener? 2frts at Pre-Production 

fcffiflJWitiaS 

Background concepts from the 
early stages of development 
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DESTRUCTION OF RESIDENCES! 


This illustration was based on an idea that Honjou came up with. We imagined towers 

communications if they were to be placed a few kilometers apart. I think it has a fun and 
unique flavor, and it's interesting to imagine what that might have been like. fTabayashi) 


DESTRUCTION OF RESIDENCES^ 


1 Objects like these make it clear tha 
J of "Valkyria Chronicles" a place witl 
We also get a peek at the font they we 


WINDMILL (AND CANNON) 
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These images of sheep 
were done very early on. 
Though sheep did not 
play a major role in the 
final version of "Valkyria 
Chronicles", the game 
world had a more folkish 
flavor to it early on, so the 
developers spent some 
serious time contemplating 
the sheep. 


This illustration was for 
part of the intra-office 
movie, where we had 
tanks running alongside 
a herd of sheep. It was 
supposed to convey the 
very rural and folkish feel 
that we were aiming for 
at the time. (Tabayashi) 


OUTSKIRTS OF TOWN 




A peaceful country scene with gently rolling fields covered in farm fields. Since the early concept of Gallia had it 
based off of countries like Holland, a lot of the early concept art look like images of the western European countryside. 



| TOMBSTONE 


b.sctimibr 

szTb 

pXNZeR-blVtStON 
jXNiiAK 21. 10*2 xqeio 



CFMFTFPY I ^ seems there were plans for a graveyard quite similar to the famous 

_I Arlington Cemetery at one point. The tombstone on the left is marked 

with the year 1942, which suggests that the game was originally set 
to take place a few years later than what it ended up being. 
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SQUAD 7 
GROUP SHOT 
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"VALKYRIA CHRONICLES: COMPLETE GUIDE" COVER 
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DENGEKI PLAYSTATION COVER 


JAPANESE 

VERSION 

PACKAGE 

(REGULAR 

VERSION) 


NORTH 

AMERICA 

VERSION 

PACKAGE 
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ILLUSTRATION: SgffH 
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Image Illustrations 

These images really tell the tale of "Gallian Panzers" and what they were trying 
to accomplish with the game. It seems the idea of Welkin and his friends facing the 
overwhelming odds imposed by a powerful enemy military was a core theme for 
this project from the very start. 


Image illustrations are an important 
way to start building a new world 
during the early stages, but they are 
also the best way to get everyone 
involved on the same page. I recall 
that my only concern when drawing 
these images was my strong desire 
to get this project approved, so some 
of the images are almost nothing like 
what you get in the final game. I hope 
these images will at least convey to 
you my passion and utter desperation, 
(lol) (Tabayashi) 


| aucia j 

This image of Alicia ; 

hairstyle as Alma, the 
early version of Alicia 
that was previously ' 
touched upon in 
Alicia's section of this 
book, but the facial i 
expression is somewhat 
softer. The headphones i 

suggest that she was ! 
originally slated to be | 
a tank operator. i 


i6attian Panzers 

§ The Forefather of "Valkyria Chronicles" 

\m?> n>'V7- 

see here that did not make it into the game 
that we came to know and love. Still, by 
going through all of the materials here, 
the one thing that becomes abundantly 
clear is that the core spirit and passion that 
the development team wanted felt for this 
project endured unchanged despite the 
radical transformation that the game itself 
went through. 


"Gallian Panzers" was the temporary name we gave to the game during the pre- 
production phase. Even after the name was officially changed, I still heard the 
name "Gallian Panzers" being blurted out every so often. The words "Gallian" 
and "Panzers" were the main inspirations that this dream of ours blossomed 
around. (Tabayashi) 


g From here, we delve into the visual 

world of "Gallian Panzers", the forefather 
> of "Valkyria Chronicles". It was only 
* because the following concept art was 
" given the green light that we were 
*1 eventually introduced to the epic world of 
.X "Valkyria Chronicles". When these works 
I of art were created, there was no real 
story yet, and there are many images we 


THE INVADING IMPERIAL FORCES 


This is the first image illustration I ever 
did. It wouldn't be an exaggeration 
to say that my understanding of the 
balance between the atmosphere of 
the game world and the expression 
style of CANVAS is rooted in this one 
image. This piece is also the piece that 
united the entire staff in saying, "This 
is it! This is what we want to create!" 
(Tabayashi) 


j WELKIN 


| This is Welkin with 
i a bit of a hardened, 

| serious expression that 
i really bespeaks the 
1 harsh nature of war. 
i His uniform is still very 
| plain here, but his 
i hairstyle and overall 
| look didn't really 
i change much. 


| THE MASSIVE IMPERIAL WEAPONS 

This is the image illustration I submitted as the spectacle that would be the final boss, or something close to it 
anyway. I wanted it to have the size and excitement that is associated with fantasy works, while still maintaining 
the appearance of something that is obviously made by human hands and the existence of which can be 
explained through logic and science. When it comes to something like this, it almost feels like none of that really 
matters, but I think I managed to find that fine line. (Tabayashi) 
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I did this illustration based on the director's thoughts that romance and tears are very important features 
in a project like this. Just to be clear, we didn't even have a general plot or story at this point, so this is 
literally just an image of the main character and what was supposed to be the main heroine in an ambiguous 
moment. Working in this way was actually quite fun. (Tabayashi) 


WELKIN TRYING TO RESCUE ALICIA 



GENERAL | 



Yeah, it's totally flying... in more ways than one. I have to admit I was totally against this idea, but the director pretty much 
forced me to draw this. (lotJ Looking at it now, I still think I was right. Still, it may be necessary to go way over the top with 
bluffs like this in order to get a project approved... at least that is what I have come to believe. (Tabayashi) 
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2 Pre-Production 


I Character Designs 


This is a collection of the earliest set of character design drafts. The images of the 
characters you saw on the previous pre-production pages were based off of these 
illustrations. 


Pre-Production Version 

Welkin 
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Bastion 

{Pre-Production version of Isara) 

Although "Valkyria Chronicles " is a fid 

important considering the fact that the 
in a WWII Europe environment. I full) 
Bast Folk were the predecessors of the L 


; joining the fight to preserve Gallia 
■jicap. The cat ears were something I 
s this minority race visibly distinctive, 
esult of some secret fetish of mine... 
>re also going to have a powerful 
y do in my mind, at least. IHonjoul 


SPECIAL 
CAP FOR 
BASTIANS 


| EITHER 
OR 





















Pre-Producfion Version 

Faldio 


Pre-Production Version 

Rosie 



V-VtHl-Vrvivll-*-!* 


























This little girl was supposed to be friends 
with Welkin, a sort of sidekick character 
that would always follow him around. That 
thing she's carrying is probably a pot of 


Welkin. I'm sorry, I really don't remember... 
these character sketches are from over five 
years ago. (Honjou) 



Though it wasn't included in 
the final game, it seems they 
had plans for more interaction 
with the townsfolk at one 































Aide-de-camp 

This character was going to be Varrot's aide-de-camp ., 
She was a super smart girl who skipped grades in military 
academy. She was hoping for a job as a tactical planner 
and always carries a map case around with her. She 
might have looked better with a few more accessories 
My story idea for this character was that she'd be an 
elitist who looks down at the main characters until she 
begins to have a deeper understand and appreciation of 
them through the missions they experience together. I was 
a bit sad when I found out that she wouldn't be included 
in the game, but this character is pretty much an entire 
warehouse of my personal fetishes, so having her come to 

problem for me. (lol) (Honjou) 
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INTELLIGENCE OFFICER 


THIN ARMS AND LEGS LIKE A PRAYING 
MANTIS. TENDS TO FURROW HER BROW, 
BUT IS EMBARRASSED WHEN THE MAIN 
CHARACTER POINTS IT OUT. 


HATES THE MAIN 
CHARACTER'S EASY¬ 
GOING NATURE. 

IN FIRST YEAR OF 
MILITARY SCHOOL 
(14 YEARS OLD). 

TOP OF HER CLASS. 
HER EMBARRASSED 
FACIAL EXPRESSION IS 
REALLY CUTE. DURING 
"TANK CLASS" AT THE 
ACADEMY, SHE LOST 
-THE PINKY AND RING 
FINGERS ON HER LEFT 
HAND IN A CANNON- 
RELATED ACCIDENT. 
EVERY SINCE THEN, 
SHE'S HAD A FEAR OF 
MILITARY WEAPONS 
AND THEIR COLD 
, MERCILESS NATURE. 


SHE LOOKS LIKE 
SHE'S CRYING 
WHEN SHE LAUGHS 


THICK 

EYEBROWS 


PLENTY 
OF BREASTSi 
THIS ONE 


PERKY AND LIFTS UP. 
LIKE NAUSICAA'S. 


Pre-Production Version 




Collection of Rough Sketches 

What!? Y-you're going to actually publish these as well!? ... I see. Whenever I 
am handed a project proposal, I tend to start sketching out random images in an 
attempt to get a grasp of this new concept and to also switch my mental mode 

actually be considered productive work, but I have to admit I had a lot of fun with 
these. (Honjou) 


Some fans will enjoy seeing rough concept art like these. Seeing "behind-the- 

developers and show us what they were trying to express through the game. As 
it is somewhat like having people take a peek into your mind, exposing rough 
sketches like these can sometimes be embarrassing for the artist, but this is a rare 
collection of art that really gives us a different perspective into the mind of Honjou. 



























Pre-ProducHon Version 

Image Illustrations 

This is an early illustration that was done for "Gallian Panzers". It's a pretty boring piece, so I don't 
really enjoy seeing it again... This is the piece that really made me face the fact that I suck at coloring. 
I'm happy to say that I've gotten a lot better since then... at least I think I have... (Honjou) 


1 With a castle growing out of the mountain and dark [ 
i clouds filling the sky, this illustration gives us a sense of i 
1 the massive world that was going to be the stage for ' 
i "Gallian Panzers". The tank we see behind Alicia and i 
1 Welkin was the early version of the m< 
i tank. See page 362 for more details. 
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I A SHORT RESPITE] 


This is the second of the early "Gallian 
Panzers" illustrations. This is probably 
my favorite of all the "Gallian Panzers" 
illustrations that I did. I initially had a blue 
camouflage pattern on the tank, but the 

so I changed it to a sandy camouflage 
pattern instead. (Honjou) 
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SQUAD IMAGE (SEPIA IMAGE) 


SQUAD SUB-CHARACTERS 
LINE ART 


SQUAD IMAGE] 



























^ Pre-Production 

1 Main Characters' 
: Tank Designs 

o 

Z 

l I COVER OF PITCH DOCUMENT^] 


This is the tank that appears in the early concept art and presentation movie. It is 
the conceptual predecessor of Edelweiss, but is an original design by Honjou that 
came about well before the idea of "Valkyria Chronicles". We are told he based 
this design off of the Sturmtiger tank. 


i 


GALUAN PANZERS 


Das Spiel der Madchen. 
die einen Heimat sehiitzen 
und die auf den Behalter fuhren. 



This is a sort of mini Sturmtiger that I drew a long time ago. When I think about the 
fact that the producer called on me only because this particular image caught his eye, 
I feel very grateful towards this little guy. (Honjou) 
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Pre-Production 

Scene Ideas 



The Tank 
Conies to Life 






Welkin Grabbing 
a Dandelion 


Valkyrian Power 
Out of Control 

























Dandelion Cottons floating 
across the Battlefield 

1 Could the redness of 1 
i the background be due i 
1 to surrounding flames? | 
i Dandelion cottons are i 
1 gently floating through the ] 
i air, heedless of the chaos i 
1 surrounding them. The drained 1 
i expression on Welkin's face i 
| suggests that these dandelions j 
i held the same sort of "new life i 




Alicia Fighting with the 
Giant Imperial Mech 

1 Situations like this, where one j 
i girl goes up against a giant mech, i 

i It looks like Alicia is challenging i 
| the mech with only a rifle in her j 
i hands. This doesn't seem to be too i 
1 far off from the final version, as ] 
i she does go up against Marmota i 
1 with a lance and shield... The two 1 
i images here look pretty similar i 
1 while also being quite different. \ 
i The one on the bottom appears to i 
1 include a building that looks like j 
i Randgriz Castle. 
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The Imperial Mech 
Attacking Alicia 

1 This scene probably follows 1 
i the one above. The Imperial , 

1 mech attacks the tower, 1 
i sending pieces of the tower , 
i and Alicia flying in every i 
! direction. Judging from the ! 
i explosions coming from the i 
] mech, it seems like Alicia got | 
i her shots in as well. 





























Alicia Falling 


Welkin 

grabbing Alicia 

| Welkin makes the 
i miraculous catch. A ring made 
[ of a dandelion blossom can 
i be seen on Welkin's finger, 

| which indicates that the whole 
i idea of flower wedding rings 
1 was in the works from this 
i early stage. 


m 




Alicia is 
Blown Away 

j Alicia being blown away 
i by the mech's attack. It's pretty 
| safe to assume that scenes 5 ~ 
i 9 are in chronological order. 









































Main Character's 
Tank is Crushed 

This image shows Welkin 1 
rushing in with his tank just i 

being stomped by the massive i 
Imperial mech. Could this be i 
an alternate version of the j 
battle depicted in scene #5? 



Alicia Under 
the Debris 

| Welkin is attempting to dig 
i Alicia out of a pile of debris... 
' possibly broken parts of the 
i giant mech we saw before? 
1 We see the members of the 
i squad standing around, 

[ frozen in place by their sense 
i of shock. Welkin fights off his 
[ comrade's attempt to hold him 
i back as he feebly digs through 
| the pile of debris. Alicia's 
i body is emitting a mysterious 
| light, as if to show Welkin 
i where she is buried. 


x 
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Gallia's Castle Rises! 


| This is probably one of the most 
i surprising ideas recorded within 
1 this set of images. Though it wasn't 
i to this level of fantasy, the basic 
' idea that the final "big weapon" 

| would be hidden within the castle 
i in some way was something that 
' was used in the final version of 
i "Valkyria Chronicles". 










































Images of a Valkyria 


These images already show the "Valkyria" 
deflecting enemy fire. The idea of the tank shooting 
forth shells imbued with the "special power" was 
based on the plan that Alicia would be the one 
driving the tank. 

BATTLE IMAGES OF A VALKYRIA 


| VALKYRIAN WEAPON 















































































[ Sakimoto's music was already in use for this movie, ] 
' but the characters' voices were done by members of the ' 
i development team, giving it a very "homemade" feel. , 
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Presentation Movie 

























































Though the general atmosphere of the world is the 
same, the year and the physical location of Gallia 
differs from the final game. At this stage, the anti-tank 
lances weren't launched, but were more like normal 

lances in that the soldier needs to force it through the [ Though the scenes depicting the commencement of EWII and the Empire's invasion include a lot of anti-tank lancers, 

tank's armor before activating the time-delay bomb , they still strongly resemble the Imperial invasion scenes used in the final version of the game. 

inside it. (Tabayashi) 
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The movie includes the scene where Welkin crosses the river in his tank. We see Alicia getting a fix on their location [ 
using her slide rule as the water of the river pours into the tank. The storyboard includes a line of Alicia's dialogue 1 
that reads "... then I just line up the pig, and..." which suggests that she had to come up with her own unique system [ 
for reading her slide rule. 


e. K^A-4- 


















































! themed 1 the game was carriedover ^rlto 
| the final release very well, regardless of the 
i various changes that it went through. 


We included the "battlefield wedding" to show the 
direction we wanted to go in with the game. There 
was also plans for Alicia's Valkyrian Power reacting to 
something hidden under Randgriz Castle. (Tabayashi) 
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Early Cutscenes 


The game was already set to have theatrical cutscenes. Though the 3D models used here aren't the ones that were 
used in the final game, they still have the polish of a finished product. The characters' images and the CANVAS art 
style were not changed overly much. This was most likely how the development team confirmed the sequences of the 
cutscenes for the game. 

Explanation of the World 




Welkin's... Charge...? 
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g Early Command Mode? bird'S-eye view 


1 


Action Mode (Movement) 


| NON-VISIBLE ENEMIES 

i "discovered" yet were represented 
| by sounds and icons, which would 
I give you a general idea of where 

process of development._ 




Can Change Views? 







































! Emile taking a shot. He goes 1 
i from a standing position down , 

j the enemy. As with the other , 
i characters, Emile's model here i 

! himself (see page 190). ! 


1 There is an Imperial soldier in the ; 
i foreground here, while other Gallian | 
1 and Imperial troops can be seen in the j 
i back, on the other side of Emile. Judging , 
i from Emile's drained HP gauge and the i 
| displayed sound effects, it is clear that J 
i there is some kind of action going on i 
! here. Perhaps this was an early version of j 
i the "intercept attack"? 


I ENEMY'S REACTION | 


Action Mode (Shooting) 


| SHOOTING ACTION | 


Shooting Scene 


ENEMY AMBUSH^] 


This seems to > 
be a cutscene that ! 

middie^o/ the battle, ! 
or possibly after the I 
first wave of Imperial i 
soldiers had been ; 
defeated. Welkin's j 
dialogue is refering to i 
the high-pitched sound ; 
of an approaching j 































































Intermission 


After the battle, another cutscene was initiated, which then led to the next game stage. 
In this cutscene, we see the Bielert brothers being assaulted by an explosion. As a minor 
detail, it may be worth noting that the items that were in the town square are literally 
blown to bits and scattered in every direction as a result of the explosion. 




Continuous Stream of Cannonballs 


Emile Surrounded 
by Explosions 

The town square is engulfed 
by explosions right in front of 
Emile's eyes. After the initial 
blast, Emile starts shouting his 
brother's name... does that 
mean Oscar was standing in 
the town square at the time of 
the explosion!? 


The Town Square in Wartime 


At the center of this Bruhl-like town, a fountain 
sits in the middle of the town square. The stacked 
sandbags let us know that war has crept into this 
seemingly quiet town as well. 



Imperial fire rains down on the small town. This scene is 
windmill is destroyed by Imperial attacks. 




Emile and Oscar actually existed way back at this stage. The story idea was that Welkin's 
squad would get deployed to this small town, and Emile would help Welkin fight back 
against the Imperial forces. Oscar was going to initially have a conflict with Emile and 
We/k/n, but would eventually come around and the three would become friends, until the 
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Pre-Production 

Unused Illustrations 









































Interview 



(Ue intcTTie'wed a fe-w Ik? members of the development team and tbc talented composer Salumoto in 
ordeT to offer you Ibis raw tool* into the passion that -went into tbe creation of "Valbyria Chronicles 
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I just really really wanted to 
do a war drama... 
(Nonaka) 




ideas. 


IS THAT WHY YOU MADE THE MOVE FROM A SMALL 
DESERTED ISLAND TO THE CONTINENT OF EUROPE? 

TANAKA: Yes, pretty much. Even then, we started out 
thinking that we could get away with just a small city. If we 

be careful to stay faithhjl to the history and flavor of WWII. 
We still wanted a desert battle, like the kind you associate 

leave out the possibility of a Bottle of Normandy type 




was the fact 


decided that 
create a fictional version of Europe. 

SO YOUR INITIAL PLANS WERE LEANING MORE 
TOWARDS A "TRUE HISTORY" TYPE SCENARIO? 

TANAKA: Yes, though we were planning on altering the 

would have come up with country names that started with 

flavors. We eventually dumped that idea because it seemed 
too forced and awkward. 

NONAKA: We were also planning on sticking with tanks 

that also got dumped part way through, (lol) (*6) 

TANAKA: That's right... we did talk about that, didn't we? 
NONAKA: Thinking about WWII naturally led to the desire 
to include the Tiger and the Panzerkampfwagen III, but 


cf ? eudo-r 

knew that would give us the freedom we wanted. When 
it came to a WWII game, we couldn't just plop down an 
Atlantis type fantasy world and try to convince the players 
that WWII was going on there. We wanted the player to 
be able to believe what they were doing without too much 
resistance, and we thought Europe would be good for that. 
Still, we knew we couldn't just use the real world Europe as 

"SAKURA WARS''°TOOK PLACE IN A SORT OF PARALLEL 
WORLD THAT WAS BASED ON THE REAL WORLD, 
RIGHT? 

TANAKA: Yes. Instead of calling it the Taisei era, the game 
took place in the "Tasei" era. 

NONAKA: But it's not like we made that decision because 




Id give the players 


WITH THE MAJORITY OF THE GAME TAKING THE FORM 
OF A WAR SIMULATOR, IT SEEMS THAT YOU TOOK 
"VALKYRIA CHRONICLES" IN THE OPPOSITE DIRECTION 
FROM "SAKURA WARS". COULD YOU ELABORATE ON 
THAT A BIT? 

TANAKA: It 


/e had the intention 
le system right from the very start. After 
rattle scenes looked like, we then had to 
'ould fill the in between bits with the story. 



and linked thi 
place to form the ov 
"Valkyria Chronicles". 

NONAKA: The system itself did go through a few ch 



They had to work through different 
trials and tribulations in order to 
achieve victory and really get the full 
"Valkyria Chronicles" experience. 
(Nonaka) 


a case of our goals and the structure of the game being 
in a different place. Our main focus with "Sakura Wars" 
was the "UPS" (*7) system that allowed players to have a 

more of a "given" component that had to be in the game 

players a chance to be rewarded for maintaining good 
relationships, and since the main characters were fighting 
for just causes, it was pretty much expected that they'd 

was the main concept behind the game, so the player's 

the actual fighting. We wanted to create an environment 
where the player would be nervous because they wouldn't 
know how the NPC would react until they actually initiated 
a conversation. With "Valkyria Chronicles", the main 

as opposed to the war itself. They had to work through 
different trials and tribulations in order to achieve victory 
and really get the full "Valkyria Chronicles" experience. If 
all you had to do was keep pressing a button to get through 

offer much of a story, nevermind a game. It was our hope 
that the player would experience each battle as if they were 
the characters. That was definitely a very important part of 
this game, and it was that line of thought that eventually led 
us to the "BLiTZ" (*8) combat system. So although the main 
focus for both "Sakura Wars" and "Valkyria Chronicles" 
was on the characters, what we wanted to show and how 
we wanted to show it were very different. That's why the 

farasgamectas^n. f ° 6 9 ° m9 6 

TANAKA: We certainly wanted both games to offer a 
dramatic story, but the definition of "drama" was a bit 


different between the two. The formation of your squad 
and the drama that arises from each battle can totally 


change depending on the player. As an example, here is 
a gameplay experience that one of our own staff members 
had... They had gotten to a point where they had to defeat 
Selvaria in one more turn, or they'd lose the battle. So 
they were like, "Do it, sniper! Please!I" Sure enough, the 
sniper's bullet found its target, and they won the battle. If 
that isn't dramatic, I don't know what is. That one little bullet 

do e om. r (lol) aSmPerSri eSQVe ° ° ° ,Q r ° mCeram 



System, 
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NONAKA: We didn't want the drama to be confined to the 
cutscenes; we actually wanted the drama to be part of the 
gameplay. You know how in most RPGs, when the player's 
party is low on HP and they're desperately trying to get 
back to town, all the while praying that they don" 
any monsters? Yeah, kind of like that. That's a pre 


le player 


pretty serious 
. We wanted 
with "Valkyria 
3 a third party 
negatively ol 


■ the player 


e. This v 


Still, it' 




danger of creating "ji 

WERE YOU WORKING ON "VALKYRIA CHRONICLES" 
CONSISTENTLY SINCE 2003? 

NONAKA: Although we did technically start the project in 

since then. We each had other projects we were working 
on at the time, so they pretty much filled our schedules. 
TANAKA: We did submit a proposal before getting into 
any serious work regarding "Valkyria Chronicles", but the 
higher ups kept shooting us down, and there was a time 
when we started to feel like it was a lost cause. We were 
initially planning to release it on the PS2, f 


by, new 


ie PSP 


id 2005. Before long, th 
next-gen glory, and we 
ne deserved an equally 


ugh, the PS3 came out 
<new that an epic star) 



ID YOU FACE ANY SPECIFIC CHALLENGES WHEN 
PS3? 


the player tc 
Chronicles". 

while playir w w , 

the game. At first, we were creating the game within the 
guidelines of the traditional simulation RPG mold, but we 
kept getting this nagging feeling that this wasn't right at all. 
TANAKA: We wanted to force the player into situations 

example, what would the player do if one of their soldiers 

the fact that they'd be putting these rescuers in danger, and 
that one of the rescuers may very well die in the attempt. 
We wanted the player to geMhe opportunity to struggle 

NONAKA: Situations like that aren't pre-programmed into 


suffered the most. The planners were pretty carefree and 

how to shift CANVAS (*9) over without losing what we 
already had at that point. 

KANAZAWA: From a designer's perspective, creating a 
model to today's standards is easily three or four times 
harder than it was for the PS2. 

TABAYASHI: With greater graphics comes greater 
possibilities. They put the squeeze on the concept team too, 
until they got every last drop of fresh concept out of us. 
KANAZAWA: The worst part of it all was that the visual 
style we were going with looked flat anyway, so a part of 



le prograr 


srs felt the s 


at the 


"OMG, what have I done...?" moments, (lol) 

SO "VALKYRIA CHRONICLES" WAS INITIALLY 
DESIGNED AS A TRADITIONAL SIMULATION GAME? 

TANAKA: Initially, yes. When moving your units, you'd 


groping around in the dark. 

HOW DID RAITA HONJOU GET INVOLVED WITH THIS 
PROJECT? 

NONAKA: Since our main focus was going to be on the 
difficult to dec 


lesigner I 


, w made it 

ur designer was going to be. If the 


nd/or 


3u from the battle, and made it obvious to you that you 
ere simply looking down upon the battle from a detached 


that was a really big turning point for the 
re pretty confident that this new method 


w , ....... tlike the fantasy genre, 

military designs rely heavily on the artist's knowledge and 
interest, and you just can't fake those things. Without that 
solid foundation, any technical "lies" you try to tell through 
fictional design will stick out like a sore thumb, and will be 

someone who had a firm grasp of military design, but 

happened to see one of Honjou's illustrations in a dojinshi. 
I was immediately attracted to his style, and I could tell he 
was really good at what he did. It was obvious that this guy 
knew his stuff with regards to military design, but it was just 
as obvious that everything from the uniform and equipment 


one hell of a liar! You look at the me 

technology could not have produced 
support such a massive tank." But H< 
way of ' • ' 




Id be possible, and the answei 
" The other thing I noticed wc 
that was drawn with the tank. The character 
I knew right away that this was our guy. 
TANAKA: We actually talked to Honjou c 
Chronicles" before it was officially ap 

actually going to 


at ifs" where 


The character was so unique,1 knew 
right away that this was our guy. 

(Nonaka) 


That was a little awkward, to 
NONAKA: The first time I evei 
market in May of 2003. I 
project then, but he told me 

to visit him in Nagoya, wher 


iddiedoff^nd 1 ! 


onjou was at a dojinshi 
ached him about this 
at he didn't really take 

as working at the time. 
*t to Nagoya station to 
vVe were afraid of our 

i tones. After that, the 


d. That's how badly we wanted hir 


is..." Again, as with Honjou, Sakimoto didn't take us too 
seriously at the time. 

NONAKA: We met with Sakimoto in Ebisu in 2003. He was 
apparently hard at work on a different project at the time, 
so he seemed very tired. I'll never forget how he gradually 

him. (lol) Two or three years went by between our initial 
project, though... During that time, I made sure to send him 


TANAKA: As Sakimoto got to see more and more of 
game coming together, I remember him saying, "Wo 
this game really does have everything that Nonaka sa 

NONAKA: I think he was referring to the part of our in 
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but has some elements of fantasy to it, and there's this one 
part where everyone goes to the beach in their swimsuits 
and plays beach volleyball and stuff..." I'm pretty sure he 
was more than a little confused by that description, (lol) As 
the game slowly came together, we were able to actually 
show him the game on the screen rather than on paper, 
which I think helped him to understand what we were trying 

having fun composing music for "Valkyria Chronicles". 
TANAKA: The dignified atmosphere of European music ' 

statements more than explain why we wanted Sakimoto to 
NONAKA m The e Hitoshi Sakimoto I know is famous for his 

with many shooting 7 games as well (*10). I knew he was 
capable of creating every type of music, from an epic score 
to a passionate melody, and that's why I wanted him to do 
the music for "Valkyria Chronicles". 

SPEAKING OF THE MUSIC, WHAT CAN YOU TELL US 
ABOUT THE OPENING THEME SONG? 

TANAKA: That song actually came about pretty late in the 
game. It was the result of a recommendation from Sega's 

NONAKA?’For us, we knew the opening song would be 


for us to get "just anybody," and that's when someone 
recommended JUJU (*1 1) for the task. We listened to 
some of JUJU's songs, and were blown away. We pretty 

but forced the appropriate parties to get a hold of^her 

producer, who offered us a song that had not been officially 
released yet. That is the song that eventually became the 

TANAKA: We explained what we were going for, and had 
the song arranged to suit the game better. The lyrics were 
also created with the world of "Valkyria Chronicles" in 


NONAKA: It's not like we had the lyrics literally describing 
the world of "Valkyria Chronicles", though. The lyrics were 
created with an understanding of the core concept of the 
game, and I think the highly emotional lyrics were a good 
match for the game content. 

TANAKA: In that way, I truly feel that "Valkyria Chronicles" 
isn't just our creation, but is the product of the efforts of 


HOW DID THE CASTING OF THE VOICE ACTORS 
WORK? 

TANAKA: The members of the development team who are 
really knowledgeable regarding voice actors, including us, 
watched and listened a bunch of samples and picked the 

how we ended up with such an extravagant cast... 
NONAKA: The producer was pretty shocked, (lol) The 
scheduling (and not to mention budgetingl) of such a cast 

each voice actor come in separately to record their part. I 
wouldn't even want to think about how difficult it was for 

generously selected, (lol) Thinking back on all of this now, 
I have to admit everything came together for us relatively 
smoothly. I know it's a bit late, but I do understand that all 
of this really pumped up the quality of the game, and I am 
very grateful for that. 

YOUR CAREFUL SELECTION PROCESS MUST BE WHY 
THERE WERE NO GLARING INCONSISTENCIES WITH 
THE VOICE ACTING. 

TANAKA: I like to think so. We didn't need to make any 
major changes when applying the voices, so that was 


NONAKA: We didn't ask them to do anything 



also helped in making it sound natural. 

WHO CREATED THE CHARACTER PROFILES? 

TANAKA: Each character had their own scenario lead, who 


figure out the profiles. 

SOME OF THE CHARACTER'S BACKSTORIES ARE 


NONAKA: That's probably just an indication of how 
"interesting" our development team is. (lol) Their true colors 


THE STAGE WAS SET: A FICTIONAL EUROPE 


was a good thing. 

THE EARLY "MASCOT" SEEMED TO BE A DOG. (*12) 
COULD YOU ELABORATE ON THAT? 

NONAKA: Since they weren't professional military soldiers 
by career, we didn't think it would be too much of a 
problem for them to have an animal companion. We of 


I truly feel that "Valkyria Chronicles" 
isn't just our creation, but is the product 
of the efforts of many external creators 
as well. (Tanaka) 




next candidate was a cat, but that didn't hit the mark either. 
TANAKA: We thought a pig would be interesting, as we 
could then touch on the subject of it possibly serving as 
emergency rations, (lol) I was pretty surprised by the wings, 

NONAKA: Yeah! I had heard that we were going with a 

exclaimed, "What the hell is that!?" (lol) 

WHICH COUNTRY DID YOU BASE GALLIA ON? 

TANAKA: When you look into the history of WWII, there 


se pretty 


trampled through, like Holland and Belgium. Tl 
bigger country, during the right era. But being born and 

sympathies just because we're told to "protect this random 
European country!" by a game. That's why we knew it 

and felt like "home" that everyone would be motivated to 
protect it against the coming threat. That's when we zeroed 
on Holland, a quaint little place with lots of windmills and 




:e Thea 


hometown for just about anyone. Switzerland was anoth< 
promising candidate, what with the popularity of "Heid 
(* 13) and all. (lol) The only problem with Switzerland wc 
that we knew it'd be hard to play out a military game c 
the slopes of the Alps. 

NONAKA: Someone asked, "Tanks? Through th 
mountains?" and that was that. 

TANAKA: It's not an exact replica by any means, bi 


Gallia 


a fictional Hollc 
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characters, and I think that point is emphasized by the fact 
that the player gets to compare the civilian-turned-soldier to 
professional soldiers. We're confident that we were able to 
convey this aspect reasonably well, as it is something that 

like this that make "Valkyria Chronicles" a life-size war 


to make this fictional world as "real" as it could be. "Skies 
of Arcadia" had its own ancient civilization, and a long 
history that led up to the events of the game. Europe's such 
a big place, and all of the wars it has gone through were 
the results of history being stacked atop history. Whether 
it be conflicts between different tribes or religions, there 
is always something beyond the actual fighting. That's 
why I didn't want "Valkyria Chronicles" to be about a 

I felt that would be a little too shallow and empty. Even the 
real WWII had its roots in cultural differences and racial 
tensions, and I wanted to bring some of that into "Valkyria 
Chronicles". That's how the unjustly persecuted Darcsens 
came to be. By the way, did you know there actually was a 
region in Europe conquered by the Romans that was called 
Gaul (or Gallia, in Latin)? That's the link between our two 
worlds, and that's how "The Principality of Gallia" got its 



ARE THE DARCSENS DISCRIMINATED AGAINST IN 
EVERY REGION OF GALLIA? 

TANAKA: Not just Gallia, but also in the Empire and the 
Federation as well. 

IN THE GAME SETTING, ARE THE DARCSENS THE 
OLDEST EXISTING RACE IN EUROPA? 

TANAKA: There probably are other races or tribes that are 
even older and possibly also discriminated against, but 
the Darcsens were the ones who put up the biggest fight 
when the Valkyrians came to the continent. The Valkyrians 
arrived with the intent to conquer, and once they managed 
to defeat the Darcsens, the Valkyrians made it out so that 
the Darcsens were responsible for all of the carnage. The 
Darcsens really are a tragic people in that respect, as their 
attempts to protect their lands resulted in years of abuse 
and persecution for something they didn't do. 



IT SEEMS THERE IS SOME SERIOUS DEPTH TO THE 
GENERAL THEME AS WELL AS THE GAME ITSELF. 

TANAKA: The core theme of "Valkyria Chronicles" is 
something that we like to call the "Eternal Legacy." It's 
something that is passed down through different people 
and generations, and war just totally destroys such things. 
Welkin decides to take a stand in an attempt to preserve the 


In fact, we created the ending 
before the majority of the story 
actually came together. 

(Tanaka) 


I believe that "the present" exists only 
because of the solid foundation laid 
out by history. 

(Tanaka) 



a "good thing." Some things (like the prejudice against 
Darcsens) will affect future generations in a negative way, 
or can get twisted into something ugly over time. I wanted 
Welkin to mature as a person as he gradually learns to tell 
the difference between what he should and shouldn't pass 

NONAKA: Welkin has a love for nature that causes him to 
observe the world around him objectively. He is able to 
decide from himself whether something he sees is "right" 
or "wrong," and his opinion is reflected in his attitude and 

world that they are living in. In this respect, I think Welkin 

WELKIN DOES^ SEEM TO TAKE A STEP BACK FROM 
EVERYTHING TO GET A BETTER LOOK BEFORE 
FORMING AN OPINION. 

NONAKA: Some people even say that he takes too many 
steps back, (lol) But you're right, he does have an uncanny 
ability to see the truth of a situation. 

TANAKA: Welkin is very passionate in his own way, and 
the various experiences that he lived through in the game 
affected what he passed on to the future. The ending is 


SOME FINE-TUNING CREATED THE CANVAS SYSTEM 


represents the goal of every human being who is struggling numerous parallel lin 

PLEASE TELL US A BIT ABOUT THE CANVAS SYSTEM. 

TANAKA: The CANVAS system wasn't actually developed ,n penc/l skelches 01 
specifically for "Valkyria Chronicles". Our R&D department 1 awmgs - 

possible by the next-gen hardware, and the result was the "Daisenrvaku" 
hand-drawn style of CANVAS. We thought this style would " Daisenryaku" is a gar 
complement the atmosphere of "Valkyria Chronicles", and series by SystemSoft th 

quite promising. CANVAS was definitely one of the biggest * Gendai Daisenryak 

factors in our decision to make the jump to the PS3. in 1 985. It has a Ion 

NONAKA: CANVAS v 
working on. Our talks w 
"Sakura Wars", because we were trying to c 
driven by the characters and drama, so we wanted some 
new visual ideas. We explored things like ink painting 
style, pencil line art, and even hatching (*15). Anything 
" 1 ' i of th 


ss and give the players a fresh 
ued with their experiments, I eventually visited them 
le idea for "Valkyria Chronicles". After discussing the 
pt of the game, one of the suggestions that came up 
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style. We spent some time trading thoughts with the R&D 
department, and we soon had a short promo video to show 
for it. We knew that simply saying "military game" was the 
equivalent of saying "Daisenryaku" or "FPS," so the promo 
video played a vital role in showing the world the character¬ 
flowing through the entire company after we presented our 
short movie. Thanks to CANVAS, the scattered pieces of 
"Valkyria Chronicles" were finally coming together... but 
we still had a long way to go. 

KANAZAWA: I was actually helping out with this project 
back when it was still slated to be a PS2 title, but I was 
called off the project and assigned to another project in a 
different department. Once that other project was stable, 

I started hearing about this project being shifted over to 
the PS3... I also heard that the graphics had evolved into 
a whole new creature, (lol) I saw the technical evaluation 
going around, and it looked so interesting that I pulled 

project. 

NONAKA: Kanazawa worked on "Advanced World War 
~Sennen Teikoku no Koubou~" before, and he helped us 
prepare the maps for the proposal. We were having some 
trouble refining CANVAS until Kanazawa rejoined us. 
Although the technology was there, and we kinda knew 
where we wanted to take it, there's definitely a method to it 
that we just didn't have a grasp of. We were very fortunate 

KANAZAWA: I think my suggestion was a pretty simple 
one... By thinning out some of the detail they already 
had in there, we were able to draw out the true nature of 
CANVAS. That's basically the only input I had with the 
CANVAS system, (lol) 

TABAYASHI: Kanazawa was responsible for things like 
and also things like switching from the unit selection screen 



KANAZAWA: To be honest, I do understand how having a 
border like that can be detrimental to the gameplay, and 
it was something we debated about quite often. I just think 
it's an feature of the CANVAS look. That's how that little 
border came about, and that's how it stayed. 



WHEN YOU SAY YOU THINNED OUT THE DETAIL, DO 
YOU MEAN FOR THE ATMOSPHERE? 

KANAZAWA: Well, yes and no. I mean, it does affect the 
atmosphere of the game and the overall appearance, but 
it wasn't just about the depth of field; I wanted to explore 
what a 3D pencil drawing would look like. 

NONAKA: Before Kanazawa came back, CANVAS was 
looking very CG-ish. With CG, everything can be made 
crystal clear, even the stuff way in the distance. I mean, 
that's technically what makes CG so great, but doing the 
same thing in CANVAS just makes it "too CG", which in 
turn didn't fit into the style of "Valkyria Chronicles". That's 
where Kanazawa came in and taught us how to create the 
atmosphere that we wanted, within the realm of CANVAS. 
KANAZAWA: I think this project was always meant to be 
done in CANVAS, whether they knew it or not. 

TABAYASHI: One of the first things I realized when I 


joir 


jretty clear vi 
non-photoreali 


iplish" One^fleXngs he^ 
tic visual to the game, which I 
e path they had starte 


. I think the CANVAS system 


:complished with the PS2, but the PS3 m 
j. Another thing was that many games c 
re were workina on "Valkyria Chronic 

ne of photorealistic graphics 

e same thing would be pretty pointless, 
is, we decided to ignore photorealism 
lg the style we had already established 
'*<e "Valkyria Chronicles", 



s going 

h a lot of trial and error with 
ith everything from animes to 
illustrations. That goes for the coloring, as well. Of all the 
things that we tried, the one that seemed to fit like a glove 

suited the overall story better than any of the other styles. 
NONAKA: Although we did experiment quite a bit, I knew 
right from the start that the watercolor style was what we 


life through CANVAS. Early on 


bring everything tc 

the next-gen consoles, so it can make all of your fantasies 
come true." (lol) 

TABAYASHI: In truth, CANVAS is quite a difficult beast 
to tame. Its innate complexity had the designers and 

gone a lot q^ickeMf we'hadn^Tnsb^ 

NONAKA: We did most of our work on the PC, but we 
noticed that our machines ran a lot smoother the instant we 
shut down CANVAS. We were using some pretty powerful 
machines by the standards of the time, but we still have to 
stack two graphics boards to run CANVAS in order to keep 
our machines from dying. 

I HAVE TO ADMIT I WAS QUITE SHOCKED THE FIRST 
TIME I SAW IT FOR MYSELF. I THOUGHT I WAS JUST 
LOOKING AT A STILL IMAGE IN A PRETTY WATERCOLOR 
STYLE, BUT THEN IT STARTED TO MOVE! 

NONAKA: Our first public presentation of "Valkyria 
Chronicles" was at SCE's announcement party, but the 


By thinning out some of the detail they 
already had in there, we were able to 
draw out the true nature of CANVAS. 
(Kanazawa) 


V3LKYR12 CHR0N1CL6S 1389 


STAFF INTERVIEW: S' [NYA-OVU 
































game. (Id) 

THERE SEEMED TO BE A LOT OF TANK MODELS AS 
WELL 

TABAYASHI: In order to get a tank past the director, we'd 
prepare a general boxy model to give him an idea of the 
silhouette. If he seemed interested in one of them, we'd 
do up some line art based on that model and flesh out the 
interior details. Most of them were dropped faster than a 

TANAKA: What Tabayashi isn't telling you is that he doesn't 

army's worth and casually says, "Which one should we 
go with?" Having to select a few to actually go in the game 
naturally means a large number of them will be cut. 

THERE SEEMS TO BE A LOT OF SHORT-BARRELED 
TANKS. IS THAT A REFLECTION OF SOMEONE'S 
PERSONAL PREFERENCE? 

NONAKA: I think most of the tanks turned out to be short- 
barreled because Edelweiss was long-barreled and we 
wanted that one to stand out. 

TANAKA: That's true, b 


je that Tabayashi and 
int staff do like short- 


barreled ta ,. , w , 

they think the Sturmgeschutz III (*23) looks particularly 
tough, I think most people will say it doesn't look very 
threatening. Still, I knew the main character's tank had to 
be one of the most powerful tanks out there, so we had 
to suppress our personal preferences in favor of design 

TABAYASHI: I actually wanted to go with self-propelled 
artillery. 

TANAKA: I'd say everyone would want a ball turret on the 
main characl 
NONAKA: V 


ould be 




•mined very early on that Welkin's 
ns facing a 


Idiers. If they cc 
professional soldiers with tactics alone, that in and of itself 
would be fantasy at its best. 

TABAYASHI: I still think self-propelled artillery would have 
made perfect sense considering Gallia's strictly defensive 
national policy. 

BUT THERE SEEMED TO BE QUITE A WIDE VARIETY OF 
TANKS, STARTING WITH THE TANK DESTROYERS. 

KANAZAWA: We had to, for the enemy. Animating all of 
them was a pain, though. 

NONAKA: The main character's tank design is based on 


part. 

DID YOU FEEL THAT RANDOMLY HAVING A 
JAGDBOMBER (GROUND-ATTACK AIRCRAFT) (*24) 
SHOW UP WOULD BE TOO AWKWARD, CONSIDERING 
THAT YOU WANTED THE MAIN FOCUS TO BE TANKS? 

NONAKA: We wanted the tanks to be the most intimidating 

much. If we pursued that line of thought too much, I was 
also afraid that the field cannon (*25) would prove too 
powerful and unbalance the game. It would have reduced 
the initial feeling of dread when the player encountered 

that far. 

THE ANTI-TANK LANCES WERE COMPLETELY ORIGINAL 
CREATIONS, WEREN'T THEY? THOUGH I DO BELIEVE 
THEY TOOK THE PLACE OF WEAPONS LIKE THE 
PANZERFAUST (*26). 

TABAYASHI: Nonaka apparently has an obsession with 




We wanted the tanks to be the most 
intimidating presence on the 
battlefield for this drama. 
(Nonaka) 


is. He is quoted as saying, "There 


/ve ended up giving it t 

e like pilebunkers, where the lancers had 
to actually penetrate the armor of the tanks with it (*27), 
but we just didn't feel like we could fully support the physics 
behind something like that. We took the technology of the 
era into consideration and settled for something that looks 

TANAKA: I have to admit, it is pretty cool to see a whole 
NONAKA: We knew we wanted to avoid^aving^a WWII 


a fantasy feel, it would also unbalance the game. That's 

fantasy elements that are made possible by the technology 
of the WWII era. The early anti-tank troops were actually 
equipped with full medieval knight gear to match their 
lances, but someone noted that they'd probably get gunned 
down long before they even reached an enemy tank, and 
that's how they ended up with their current equipment 

TABAYASHI: Apparently, they were still using breastplates of 
some description during WWI, so we incorporated that. 

WHAT KIND OF DESIGN REQUESTS DID YOU HAVE FOR 
HONJOU? 

TABAYASHI: As far as the overall silhouettes were 

Honjou. Since having most of the equipment centered 
around the upper torso would have too much of a modern 
look, I asked him to focus the equipment around the waist 


DID YOU HIDE THE FACES OF THE ENEMY SOLDIERS 
IN ORDER TO REDUCE THE SENSE OF RESISTANCE 
REGARDING WHAT HAD TO BE DONE? 

KANAZAWA: It was because they were enemies, and 
enemies don't matter, (lol) The reason why the main 
characters weren't wearing helmets was for the balancing 


characters, so it was important that the player was able to 

TANAKA: Everyone's wearing uniforms, so if we put helmets 
on their heads, it'd be hard to tell them apart from behind. 
NONAKA: It's not that we simply chose to ignore reality, 
but rather that we had to make an executive decision in 


I actually wanted to design 
everything that the player would see 
during the course of the game. 

(Tabayashi) 
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COME FROM? 

TABAYASHI: The spiral d< 
the motif that Honjou dr 


within the WWII stage. Onc< 


Alicia's lances, and to explain that the Valkyrian culture 
was based on such a motif. 

DO YOU HAVE ANY FAVORITE DESIGNS OR OBJECTS? 

TABAYASHI: The color of the ally uniform, I think. I really had 

one of the major draws of the game. 

TANAKA: He doesn't want to admit it's the porcavian. (lol) 
TABAYASHI: Why are you trying to make it sound like I was 

we all created together! (lol] Honjou was actually involved 

came up with over 100 differeTtvariations 0 *” 

WHO CAME UP WITH THE BRANCH SYMBOLS? 

TABAYASHI: Those were also things that Honjou and I 
worked on together before presenting them to the director. 



... the thought of different players playing 
in different ways depending on whether or 
not they figured out these little "exploits" 
was interesting to us. 

(Tanaka) 


as part of the BLiTZ system. 

KANAZAWA: My personal favorite has to be the little "click" 
you get when you step on a mine. Nothing can compare to 
the devastation you feel when you see/hear that, (lol) 
TANAKA: In the North American version of the game, all of 
the onomatopoeia were displayed in English (*29|. 

HOW DID THE GAME DO OVERSEAS? 

TANAKA: We received better reviews than we had 



SOMEWHERE BETWEEN FACT AND FICTION 


was pretty well established in its alpha version. 

TANAKA: I think I finally started seeing the final form of the 

TABAYASHI^Fromle concept team's perspective, our first 
attempt after calculating everything carefully and building 
it all was the finished product. At least, that's the impression 

NONAKA: The alpha version hit the mark so well that many 
of the development staff actually said, "So this is the game 

THE PLACING OF ENEMY UNITS SEEMS QUITE 


NONAKA: With tl 
the player is con 


i that anyone could easily identify. When 


TANAKA: In most simulations games, the character's name 
is displayed above them, so I was a little worried about 
making the player rely solely on the symbols. I was relieved 
to find out that the designs were easy to identify, and thus 


binoculars as items (*28). 

KANAZAWA: When all five were side by side, I was hopinj 
it would help with classification. Early on, some of us weri 
worried that the symbols would actually cause confusiot 

THE SOUND EFFECTS ARE 9 A NEW FEATURE, AS WELL. 

KANAZAWA: I wish we had put in more. 

TABAYASHI: The sound effects were part of the initial plans 


TANAKA: When "Valkyria Chronicles" was still on a 
different system, we had rustling sound effects indicating 
where the enemy units were. That sort of thing still remains 


DELIBERATE. 

TANAKA: Traditionally, the placing of enemy units on a 
map is something that you go through a lot of trial and 
error with, but considering the number of maps we had, 
doing so would have taken forever. In order to avoid taking 
up toc> much time with it, we first decided what the "desired 

THERE ARE MAN-WAYS TO PLAY THIS GAME, 
AREN'T THERE? FOR EXAMPLE, YOU COULD TRY TO 
MANEUVER ONE ENEMY INTO THE LINE OF FIRE 
BETWEEN YOURSELF AND ANOTHER ENEMY IN ORDER 
TO GET ONE OF THEM TO SHOOT THE OTHER. 

TANAKA: That was actually something that we had to think 
really hard about. It would have been easy enough to force 
the system to stop shooting if there was a risk of hitting a 
friendly, or we could have made it so that any friendly fire 
didn't cause damage. We made the deliberate decision 
not to interfere in that way. In the game, once battle starts, 
bullets are flying everywhere. A battlefield is a very chaotic 
place, and the notion that everyone could be calm enough 
to cease fire when an ally cut in front of them, or to shoot 

decided that it would be more natural for them to keep 
shooting. 

BUT GETTING RUN OVER BY A TANK DOESN'T CAUSE 
ANY DAMAGE? 
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unfortunate fact is that if we allowed the player to cause damage 
by running over enemy units, they'd most likely do that instead of 

big hit-and-run fest. They'd bump an enemy with their tank, and if 

with giant elephants. So we decided that tank "accidents" would 
not cause damage in order to force the player to play by the rules 
of the game. 

IF AN ENEMY UNIT IS STANDING IN A POSITION WHERE YOU 
CAN'T SNIPE THEM, YOU CAN STILL USE THE TANK TO BUMP 
THEM AND FORCE THEM INTO A VULNERABLE POSITION, 
THOUGH. 

TANAKA: Yes, that is true, but we had to accept that. In some ways, 
we thought that could be considered a nostalgic feature from the 
old days of gaming. If you really want to talk "exploits," let's not 
forget the fact that you can extend the lancer's movement radius 
by intentionally stepping on a mine, (lol) These are all little things 
that we realized, but left them in because the thought of different 
players playing in different ways depending on whether or not 
they figured out these little "exploits" was interesting to us. 
NONAKA: The rules of the game aren't too restricting. There are 

the player to find strange new ways to clear each stage, and I 
think that's only fair. 

TANAKA: Even with the older games, players enjoyed finding all of 
the little "tricks" and weird bugs aside from just playing through the 
game as intended. That's why we knowingly left some loopholes 
and bugs in the game, so long as they did not negatively affect 
the player's ability to enjoy the game. As long as the players are 

NONAKA: We made sure to allow for a pretty decent amount of 

are complaining that there's only one way to play. 

THE GAME'S STILL REALLY HARD, THOUGH. 

NONAKA: Of course! What's the point of playing a game that's 

TANAKA: With your first play through, it can be pretty tricky even 
if you are armed with the official guide book. Like when you have 

but the movement radius for your character was too small, and 
you end up stopping right at the corner. We wanted the player 
to take a moment and think, "Now what do I do?" In this way, a 

around can become the gateway to hell during a battle. 

ARE THE ENEMY UNITS ACTUALLY MAKING THEIR OWN 
DECISIONS? 

TANAKA: To some degree, yes. They can be pretty cowardly by 

while being pelted by bullets. Other enemies can be insanely 
valiant, and will keep coming at you regardless of heavy fire if it 

NONAKA: If you look at it from a different angle, it can be easier 
to sort out your own tactics once you get a general idea of how a 
certain enemy unit will react. That's why we have the player go 
into battle with vague information at best. Some people questioned 
how that fits into the setting of a simulation RPG, but in cases like 
these, I really think your only option is to get in there and find out 
the truth for yourself. Traditional simulation games are more like 
chess, where each unit is aware of their position and the position 

defeat said enemies. In "Valkyria Chronicles", each character 

making judgement calls. It's all part of the structure of the game. 

I SUPPOSE THAT'S WHERE THE SCOUTS COME IN. 

NONAKA: The scouts mobility and ability to sense enemies can 

the enemy positions would negatively impact the balance of the 



bit of logic, the game can play out in many different ways. 


IT'S LIKE SOMETHING OUT OF A MOVIE! THE POINT MAN 
GOES IN FIRST, AND THE REST FOLLOW (*30). YOU COULD 
VERY WELL REPLICATE A TACTICAL SEQUENCE FROM YOUR 
FAVORITE WAR MOVIE. 

TANAKA: That is probably the most flattering compliment I've ever 

NONAKA: Speaking of movies and such, I think war movies 
were heavily influenced by "Saving Private Ryan" and "Band of 
Brothers". Up until then, war movies basically just traced over the 
lines laid out by history, and you always got the feeling that you 


We wanted the player to 
take a moment and think, 
"Now what do I do?" 

(Tanaka) 
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ire out that this wasn't going to work, (lol) 
TANAKA: The foundation of the simulation game was laid, 
and we plopped a big chunk of clay called "BLiTZ" on 

polishing that clay. 

DID YOU EVER CONSIDER MAKING "VALKYRIA 
CHRONICLES" INTO AN FPS? 

TANAKA: We were afraid that making this game an 
FPS would change it from being a "military game" to a 
"superhero game." Most of the best known FPS and TPS 

and saving the day all by themselves. We wanted "Valkyria 


squad m 


lenging 


beings that had to rely on 
NONAKA: We did plan c 

elements the main focus, the success of the player would 
depend entirely on their skill as a player, and would 
void the strengths and weaknesses of each individual 
character. If we tried to force some kind of balance with 
a system like that, the hardcore action gamers would find 
the game too easy, and the players who wanted to focus 
on the characters and story would find the game nearly 

TANAKA^Didn't we discuss making death permanent at 

NONAKA: Yeah, we did. We actually considered making 
it so that once a character dies, they stay dead, (lol) In 
hindsight, I almost think we should have made it easier for 
the characters to die. 

IS THAT WHY YOU HAVE SO MANY CHARACTERS IN 
THE SQUAD? 

NONAKA: That was part of it, yes. We had to make sure 
that the player would still be able to progress through the 
game no matter how many soldiers they lost. 

TANAKA: Even if they can be revived, I don't think there 






with the disclaimer "They die easily." In your a\ 
simulation RPG, losing even one of the characters cc 
certain doom for the player (*31). In those cases, yoi 

the player to go into the game knowing that they wc 
able to progress through the game even if they lose 
troops, and that they should in fact expect to lose at 
few. If the player still has a hard time getting past a 
point, they can always use raids to level up their s< 


I specifically requested that the 
sandbags be an object that the 
players learn to love, (lol) 
(Tanaka) 
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squirements like that are boss characters... 
ap that you should be able to clear relatively 


A LOT OF THE MAPS SEEM TO HAVE THEIR OWN 
UNIQUE FEATURES. 

TANAKA: The map variations were something that we put 
a lot of thought into. Aside from the main plot, we added 

complex than they first appear. 

SOMETIMES, YOU CAN HAVE A CHARACTER TAKING 
COVER BEHIND SANDBAGS ONLY TO HAVE THE 
SANDBAGS BLOWN AWAY, LEAVING YOUR POOR 
CHARACTER COMPLETELY VULNERABLE. 

TANAKA: I specifically requested that the sandbags be an 
object that the players learn to love, (lol) When you see 

be willing to fight over sandbags in order to have a safe 
place to hide from enemy fire. You will be frustrated when 

hit them. I wanted the sandbags to be major players in this 
game. 

THE ONLY WAY TO GET A "GAME OVER" IS IF THE 
MAIN CHARACTER DIES? 

TANAKA: Well, we couldn't avoid the Game Over when 
Welkin died, as he is the main character, but we wanted 
the player to actually have to live with the sense of loss 
when an ally tank was destroyed. 

NONAKA: Do you remember that map where Welkin is 

them? The first version of that map actually had anti-tank 
lancers positioned near the final gate. You have to destroy 
the gate to pass the stage, but if you slip out even a bit, 
you take serious damage from the enemy lancers and 
Edelweiss would get destroyed. The first time I experienced 
that, I called up the person in charge of that map and 
was all like, "What the hell is the meaning of this!? I want 
an explanationII" (lol) But I suppose that's all part of the 


THE POSITIONING OF THE LANDMINES ALSO SEEMS 
QUITE DELIBERATE. 

NONAKA: Those little things are annoying, aren't they? You 
can see them, and yet you can't help but step on them... 
TANAKA: People who tend to step on them will step on them 
even if they try to be cautious. I think the people who focus 
on efficiency tend to step on the most mines, as they are 
place along the shortest routes in most cases. 

NONAKA: In Kloden Forest, I was so careful to avoid the 

"Go! Run now!!" and I ran right over a mine, (lol) I think 
designed that stage. 

ARE THE ENEMY ACES ALL NAMED AFTER MEMBERS OF 
THE DEVELOPMENT TEAM? 

TANAKA: The red aces were named after certain staff 




members as a joke (*32), such as Nonnenkof (Ryutaro 
NONAKA) and Shuntr (Shuntaro Tanaka). I hope the players 
will feel like they're "getting even" with us by gunning us 


NONAKA: I hear Ty the Immortal (Raita Honjou) is 
particularly hated by the player community due to his very 
specific positioning, (lol) 

TANAKA: I actually asked the staff in charge of positioning 
him to "be kind, since it is the map directly after the Selvaria 
fight," but I swear he's a sure fire ticket to a Game Over... 
NONAKA: He's right at the finish line, too! (lol) 

NONAKA: Since the "war records" in "Valkyria Chronicles" 
are actual records of the way a specific player played the 
game, I think it would be interesting for players to discuss 
their game with others. 

TANAKA: I've heard that quite a few Sega staff members 
are getting into it. The story about one-shotting Selvaria that 
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NONAKA: Tell me about it... I got so many calls on my home phone 
during the long weekend, and they were all from Sega people asking 
me, "How do you clear this stage?" This one guy said, "Huh...? You 
mean you can repair the tanks?" and I was like, "You mean to tell me 
you got that far without repairing your tanks!?" (lol) But yeah, I think 
it's great that it gives players a shared topic of interest, and allows 

ONCE°YOUQEAR A S DIFHCULT MAP*WITH POTENTIAL, DON'T 
YOU TEND TO FEEL LIKE YOU CAN'T CLEAR IT ON YOUR SECOND 
GO? 

NONAKA: That's why everyone has their personal ace. 

TANAKA: I personally love ambushing with my shocktrooper. You 
don't bum CP with an intercept attack! 

NONAKA: For me, it's gotta be the support troop. They have a 
decent movement radius, they're equipped with two grenades, they 
can repair tanks, and they can disarm mines! They're all-powerful! 

that's all personal preference. 

THE "FLAWS" THAT EACH CHARACTER HAS JUST BALANCES OUT 
THEIR POTENTIAL, RIGHT? 

NONAKA: I pray it doesn't happen, but when you get 
"Humanitarian" at a really important juncture, it just makes you want 
scream at them, (lol) 

TANAKA: That was something we did struggle with as creators, but in 
the end we decided to put it in. 

NONAKA: If you think about "Valkyria Chronicles" as a regular 
simulation game, you tend to calculate your CP usage very carefully. 
Since each character has their own inexplicable moments right in the 
middle of battle every now and then, I think that really puts "Valkyria 


I DON'T KNOW WHY, BUT IT SEEMS LIKE MY EDY IS 
CONSTANTLY "PANICKING." 

NONAKA: That's probably just because you tend to remember all the 
bad stuff, (lol) 

TANAKA: Things like that are what make the characters unique. 
In some ways, those negative traits may make a character more 


endearing to the player. 

NONAKA: In some ways, I think that could be considered "foul 
play" on our part if you consider "Valkyria Chronicles" as strictly a 
simulation game. But keep in mind that we've always said the focus 
of the game was the characters, so I say we're safe. 

TANAKA: That's why we chose to make the characters truly special 


CONCERNS AFTER THE FACT, AND... 


rather than keeping "Valkyria Chronicles" a totally logical experience 
like most simulation games. 

NONAKA: Once we got to the point where we could actually see 
the finished product, the biggest problem we ran into was that it 
was really difficult to convey the true nature of the game through the 
various advertising and publicity outlets. 

TANAKA: With a whole new system in place, it was hard to express 
that through something as simple as a screenshot in a gaming 
magazine. I honestly think most people didn't "get it" unless they 
got to try the playable demo at a game show or something. They 
probably didn't think those CANVAS images they saw could actually 

NONAKA W d b t d b t h b 11 h th 
to the users for the first time at the game shows. At first, we talked 
about making the playable demo really easy so that anyone could 


an important aspect of "Valkyria Chronicles". We had to consider 


help to give the users a true understanding of the game. 

TANAKA: The worst case scenario for us would be if they played it 
a bit, then threw the controller down and walked away because 
they couldn't figure it out. So we decided to run a bunch of videos 
for the people to watch while they waited in line so that they could 
learn a bit about how the game flows before they actually tried it. 

at clearing the demo, so our turnaround rate was terrible... but the 
people who did actually get a chance to play it had a lot of fun with 

NONAKA: I think our new system was a good challenge for us. Yes, 
it made it harder for us to explain the game to people, but in the 
end it was the perfect system for the game content, and the players 
seemed to appreciate that. Still, the promotion phase after the game 


shows was so hectic... we had to keep cranking out new videos. 
They weren't "how-to-play" videos, but we did try to put some new 
game footage up on the PS Store every time a magazine published 

time, but our videos were getting increasingly longer, and some of 


I still can't believe the company 
actually approved this project! (lol) 
(Nonaka) 



V3LKYR12 CHRON1CL68 1395 















The theme was "Military" 
The result was "Human Drama" 

INTERVIEW WITH COMPOSER HITOSHI SAKIMOTO 
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"VaIkyria Chronicles" 

Original Soundtrack Liner Notes 

Sakimoto had been a part of the development process since pre-production, playing an instrumental role 
the game's music. Here, he gives us his own takes on the music he composed for "Valkyria Chronicles". 


track 25 of disc two, "No matter how 


DISCI 


02 MAIN THEME 


This is the theme song I composed during pre-production. 
Main themes really only have a general form and melody 
line, so this is the battlefield version of that. I composed 
three pieces based on the movie I was given. For this 
one I was like, "Well... if it's a war piece, it's gotta have 
the sound of kodaikos." The piece that was used in the 


pre-production. As a side note, this piece was performed 
by the Australian orchestra known as "Eminence." 
They perform a lot of my pieces, including those that I 
compose for animes. 



> 03 BEAUTIFUL GALLIA 


Personally, I like music like this. It's quite simple yet so 
beautiful, and really soothes me even though I'm the one 
composing it. 


• 04 DESPERATE BATTLE 


This is or 

I composed this based on the request for "a piece we 
can use in battle scenes." I recorded this piece using a 
synthesizer, but I'd love to get to hear it performed live 


05 THE CITY OF RANDGRIZ 


This is the piece that plays on the training screen. I 
believe the instructions I received for this piece was, 
"A city song!" For all of the pieces I did for "Valkyria 
Chronicles" (including this one), I was very careful not to 
lose the underlying militaristic sound. I also tried to draw 
out old European sounds from the time around the old 
industrial revolution. 



06 DAILY TRAINING 

This piece was composed based on the specific request 
for a "training tune." It's actually a partner piece to 
"Squad 7". The horn is the link. 

® 07 FIGHTING IN THE STREETS 

This is one of my favorite pieces, but it sadly was not 
used very much in the game. The reason for that is pretty 
simple, being that there wasn't many street fights in the 
game, (lol) 


08 HOPE FOR TOMORROW 

Though it is not a main theme, but it is one of the pieces 
I composed during pre-production. I had an image of 
Bruhl in my mind while I was writing it. I was told Bruhl 


was "a small farming town, the kind that has windmills." 
After seeing the actual art for the town, I was glad to 
see that the image I had in my mind wasn't too far off. 
As for the melody, I was asked for something that would 
contrast with the battle music well, and I also tried to 
express the nature surrounding Bruhl. 



09 A DAY IN THE LIFE OF SQUAD 7 

This piece is used a lot during cutscenes. I was asked for 
a piece that would tell the players, "We're Squad 7. We 
can be pretty dumb at times, but we always do our best!" 



® 10 FIELDS OF BATTLE 

I believe this is the piece they use for the battles that take 
place on grassy fields. It is battle music to be sure, but it 
also evokes a sense of nature. Personally, when I think of 
nature, I think of Windham Hill. Nature is not something 

order to express nature in music, I don't allow chords 
to resolve themselves. There aren't too many chords 
that actually have a calming effect on humans, but 
by heading in the right direction with the sound, it is 





11 OUR BUNKS 

This is the piece that is played in the barracks of Squad 
7.1 included a lot trumpet to really bring out the "soldier" 
feel. There aren't too many pieces in this game that don't 

a lot of trumpet and kodaiko in many of them. When 

where the piece will be used, but the music I compose 
is more often than not used in completely different 
.h "Valkyria Chronicles", they actually used 


12 TACTICAL ORDERS 


® 13 URGENT ORDERS 



This is the music for tough battles. There are many 
pieces like this for "Valkyria Chronicles", but this one is 
particularly rare in that the carriage of the notes has a 



1 
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distinctly Irish flavor to it. The instruments that were used 
aren't even remotely Irish, though. 

* 15 REWARDED 

Victory music. The instructions stated, "like a long 
fanfare," which was specific enough for me. The swell is 
in a loop, so there aren't many notes, but I wanted to stir 
up some deep emotions with this one. 

®16 EUROPA AT WAR 


The request read, "a piece with the main theme, for 
scenes where the history/tactical situation is explained." 
The usage was so clear that I had no problems figuring 
out where I wanted to take this piece. 

® 17 THE GALLIAN FORCES 

Though I've composed a few themes for this game, 
this was the "Gallian Military Theme." This may be the 
only theme that did not have any other pieces derived 
from it. Since the Empire seemed to have the more 
luxurious military, with their plentiful funds and advanced 
technology, I wanted to give the impression that the 

18 WARFARE 

This is the piece used in battle. They asked for something 
that felt like the characters were "fighting a regular fight," 
so that's what I gave them. The piece does not give off 
the feeling of an intense struggle, but at the same time it's 
definitely not a picnic in the park. It is a piece that walks 
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